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16 ATEI SHOW 
REPORT 

The 50th arcade trade show is the 
place to look at all the latest games 
you'll be playing in the arcades this 
year. CVG investigates what’s new. 


36 PRINCE OF 
PERSIA 

Heaps of gore and top platform 
action, finally arrives on the 
Mega Drive. 


FOOTBALL 
FRENZY 


COVER STORY 


41 REN AND STIMPY 
If you like the weird, surreal style of 
the cartoon then you'll love ti 


42 BARKLEY: SHUT 
UP AND JAM 

Can this possibly exceed the 
dards set by NBA JAM 


44 BUBBA ” STIX 
A delivery man wi alien stick 
Sounds like a platform game 


48 MUTANT LEAGUE 
HOCKEY 

Standard EA hockey fayre, but with 
creatures and gore 


77 SKITCHIN’ 
Road Rash but with a new angle and 
some Californian dudes. 


AMIGA 


46 WINTER 
OLYMPICS 


The official conversion of the event 
so is it as good as it should be? 


50 DARKMERE 
A typical RPG offering a tale of drag- 
on slaying. Um... 


68 SIMON THE 
SORCERER 

Monkey Island-type point- n- click 
adventure. Good as the rest? 


38 MICRO MACHINES 


Small car racing in a miniature 
over-head world. 


38 UNNECESSARY 
ROUGHNESS 

A heavy fisted American footie 
clone. An unnecessary addition to 
the genre? 


58 TERMINATOR 
RAMPAGE 

Another 3D blast-’em-up. But can it 
hope to better Doom? 


ARCADE 


64 ART OF 
FIGHTING 2 - 

NEO GEO 

Possibly the Streetfighter II beater 
you've been waiting for. 


Be RIDGE 
RACER 
Some of the 
best racing 
graphics ever 
created, and 
with a real 
Mazda car too! 


84 CYBER SLED 
Basically, battlezone with two 
simultaneous players. 


85 MORTAL 
KOMBAT Il 

You've never seen graphics as vio- 
lent as these before. Here's the 
CVG verdict. 


86 VIRTUA 
FORMULA 

Meet Virtua Racing with better 
graphics and vibrating seats 


60 BLOOD NET 
An RPG tale of vampires all set in a 
cyberpunk world 


71 MORTAL KOMBAT 
Virgin appears to have delivered the 
best conversion on any machine! 


75 PINBALL 
FANTASIES 

And ditto for this - it’s the best con- 
version of the lot - and it’s on PC! 
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CD-! 


54 KETHER 
A strange French game with Silpheed 
influences, and silly speech. 


56 SPACE ACE 


6 NEWS 
An Amstrad CD-i machine? CVG is 
first with all the gossip. 


32 WORD UP 
Rand speaks again and oh, Right said 
Fred and the crew. 


5 88 CHEAT MODE 
5 Stuck in your favourite game? CVG 
always pulls you out. 


106 YOB’S MAILBAG 
If you're brave enough to write in, 
then prepare for the worst! 


112 NEXT MONTH 
If you want to know a secret and 
promise not to tell, then take a peek. 


—— 
Stunning graphics and sound, but is 
it just a smart demo? 


HAND 
HELDS 


47 WINTER 94 
OLYMPICS - AMIGA 
Do sports games actually work on a 96 a 
small screen? Turn and find out. AMIGA 
78 BART VS THE AMIGA __ 
WORLD - SNES 
A puzzle and arcade blend of chal- = 
lenges starring Mr Pants himself. PC 
79 ZOOL - MEGA 
There’s no avoiding this character, DRIVE 
can his game convert to any format? 
CD-i 

80 -PC 

ROBOCOP 3 

Big hefty metal car- 

nage, or small giris 10 - 

— eme? 

81 CJ ELEPHANT: 
FUGITIVE 


As if you didn’t have enough cute 
platform characters! 


COMPETITIONS 


14 WIN SUPER EMPIRE STRIKES BACK ON 
SNES PLUS T-SHIRTS. 

JVC is giving away its latest game. We loved it, and you can win it. 

52 WIN A COMPACT STEREO SYSTEM WITH 
GREMLIN. 

Gremlin are still chuffed with Zools success. They say thanks with a kicking Hi- 
fi system for grabs, plus games and stuff. 

62 WIN £1,000 OF SURROUND-SOUND TV 
FROM IMAGINEER! 

You readers are so lucky! We have to play our games on a 14-inch TV 


: 
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Il the usual new games news, 


plus Amstrad’s venture into the 


CD-i market, the latest on JVC 
launching a rival to the Mega Drive, games 


l certification and a chance to win Empire 


1 


TO B 


massive boost later in the year, when 

Amstrad launches its own version of 
the machine. Nothing has been confirmed 
by either party yet, but CVG understands 
that Amstrad is particularly keen on the 
notion of the interactive CD market and 
has been looking for a way in for some 
time. Rather than develop a completely 
separate technology of its own, which is 
both costly and time consuming, it will 
licence the technology from Philips and 
manufacture a machine bearing the 
Amstrad brand name. 

The firm’s director of international mar- 
keting, David Hennell told CVG: We're a 
firm believer in the notion of the magic 
black box under the television that plays 
games, videos, music etc. It’s a market that 
interests us a great deal and there are a 
number of routes we could take · 300, 
CD32 or CD-i and others as well. Most impor- 
tantly, it’s not the greatest idea to go out 
with your own standard. It’s very costly and 
you can’t do it quickly because you have to 
drum up support from the software houses 


p hilips’ CD-i format is set to receive a 


COMPUTER SOFTWARE 


and create a buzz surrounding the format. 

“| definitely think we could make a mar- 
ket, certainly in Europe and Australia, with 
the reputation and brand that Amstrad has 
got for making stuff that goes under TVs.” 

The talk is that the firm will be able to 
produce a model that would sell for as lit- 
tle as £299. Such a price point would sud- 
denly make CD-i technology a much more 
attractive proposition, providing it with a 
much needed boost, just when the market 
has reached its most competitive level for 
some time. 


Strikes Back from JVC! 


fter the success of the 


Game Genie, 

Codemasters is plan- 
ning another Mega Drive 
hardware coup - games 
with built-in multi-player 
adaptors. The new J*Carts, 
as it calls them, have an 
extra two joypad ports 
built-in to a standard sized 
cart, so up to four players 
can get to grips with a 
game at once. Best of all 


J*Cart games Won't cost a 
penny extra, with prices 
starting at £34.99. The first 
release will be Tennis All- 
Stars which is pencilled in 
for May. But best of all, 
later this year, we can look 
forward to Micro Machines 
2, which promises to be 
every bit as good as its pre- 
decessor, but with the 
added benefit of a four- 
player mode. 


TO BE CERTIFICATED 


The certification debate was first sparked off in 
1984 when Palace Software released its licence of 
Evil Dead. Admittedly the latter game’s content 
was actually about as frightening as an Andrex 


years now, and at last games are to get movie- 
style certificates. Depending on the content, 
games will either be getting 0-10, 11-14, 


i t’s been discussed on and off for almost 10 


15-17 or 18+ certificates. * puppy, but more recently, 

Unlike movies, which have to — after public pressure, Sega 

be passed and certificated by | 010 Y 114 Y has decided to 

the British Board of Film | ESE — one of 

Classification, games certifi- 37 af || 4 own titles, 2 

cates will be decided by me 7 . YW) Nighttrap on @ CONTACT: ELSPA 
manufacturers themselves e © 19 eM m RSS Mega-CD, a 15 0386 831223 E 
under a voluntary code. NAURU SCC LATION. 111 SLATS SERVED certificate. 


t seems as though the failure of 
the Mega-PC hasn’t put Amstrad 
off the personal computer market. 
Upholding its reputation for low-cost 
computing, it is gearing 
up to release a range of cheap 486 
machines which it claims are com- 
pletely upgradable and should run all 
the latest power-intensive games. 
The PC9486 series will include SX 
and the newer DX2 machines which 
clock in at up to 66Mhz. The packs 
include SVGA card, an accelerator 
card for Microsoft Windows, 4MB 
RAM a choice of 
130, 214, or 
340Mb hard dri- 
ves and colour 
monitor. While 
this specifica- 


Accolade is set to boost the already bulging 
Mega Drive driving game market with the 
launch of Speed Racer. It’s a two- 
player split-screen race 
game, in much the same 
vein as Lotus, only much, 
much faster. Fast times 
~ over a series of laps earn 
r ` you cash which can be 
spent improving your car f 
with new engines and better f 
suspension. It’s due for 
release later this year. 


MGM MOVIES 
TO BE RELEASED 
ON CD 


hilips’ CD-i promotion- 
P: juggernaut contin- 

ues to thunder on with 
the announcement of a 
deal with Metro-Goldwyn- 
Meyer and United Artists to 
release 30 of its biggest 
films on CD. While it has yet 
to decide what the 30 will 
be, the choice is immense. 
Philips has access to all 16 
James Bond movies as well 
as classics such as A Fistful 
of Dollars, Rocky, Raging 
Bull and newer films like 
Thelma and Louise and 
Benny and Joon. Definitely 
on its way is Sharon Stone’s 
Sliver, which Philips is gear- 
ing up to be its biggest 
release this year. Even 
though Philips has signed 


the deal, the compatibility 
between M-PEG formats 
means CD32, PC and 300 
owners will also benefit 


from the new CD movies. (c) PARAMOUNT 


tion is hardly remarkable, Amstrad 
also says its machines are fully com- 
patible with Intel’s new high-spec 
Pentium 586 processors, which is 
something many existing 486s lack. 
The packs start at £849.99 exclud- 
ing VAT and £1,249.99 for the CD- 
ROM version, which comes bundied 
with a multimedia encyclopaedia 
and LucasArts’ Rebel Assault. Best 
of all, the machines are going to be 
manufactured in Britain, so you 
don’t have to go too far to complain 
when they go wrong. 


PARAMOUNT GOES 
MULTIMEDIA CRAZY 


ilm and TV giant Paramount Communications has become the first of the major movie 

F companies to plunge head-long into multimedia. Spearheading its releases will be its 
top TV shows Star Trek: TNG and Deep Space Nine. 

Deep Space Nine takes you aboard the space station as either a Bajoran, Ferengi or 


Federation officer to solve a 
mystery which changes every 
time you start a new game. 
Naturally there’s plenty of FMV 
footage and dialogue from the 
show. Star Trek, on the other 
hand, is going to be techno- 
heaven for Trekkies as it's actu- 
ally the Enterprise Technical 
manual that you'll get on the 
disc. Basically it lets you wander 
throughout the Enterprise play- 
ing with everything from the 
phaser controls to the dilithium 
crystals. 
Both discs 
are due for 
release in 
the US this 
autumn on 
Mac and PC 
CD-ROM. 


ever let it be said that Sega and Nintendo are above 

‘borrowing’ ideas from each other. Currently under 

the development microscope is Sonic Drift, a Game 
Gear cart starring the spiky one himself and all the other 
heroes and villains from the platform games. The bad 
news is that Sega currently says it has no plans for a Mega 
Drive or Mega-CD version, but we think that it’d be such a 
big seller, it's almost certain to appear on the 16-bits. 


Forget 


Fantasy League. 
This is for real. 


PLAYER 
MANAGER gives you 


the chance to show your 
Skills on and off the 
pitch. It combines the 
pace and the gameplay of 
the legendary Kick 

Off with the tough world 
of football management. 
Planning the right tac- 
tics, boosting team 
morale, picking your best 


PC compatibles: VGA min, 386 min, hard drive 
installation required, Min 1MB RAM 


Super Nintendo version published by Imagineer (UK) Ltd, Unit 16, Progress Business Centre, Whittle Parkway, Slough, Berks SL1 6DQ 


team, managing the 
club’s finances, wheeling 
and dealing in the trans- 
fer market, spotting new 
talent, even designing 
the team kit is down to 
you. The buck stops with 
you, the board and fans 
expect results, fail 
them and the boot 
beckons! 


Amiga: 500/600/1200/2000 
Min 1MB RAM 


manage 


SNES 


out now 


PC &. 
AMIGA | 


available 
mid march 


Se 


imagineer 


RANCO 


Tel: 0753 671686 Fax: 0753 671682 


He can. 


Will you? 


cve 95% 


“Best ever football management 


simulation” 


nms 89% 


“Soccer mayhem second to none” 


SNES FORCE O 


N 
A blinder of a game” 


PC compatibles and Amiga versions published by Anco Software Ltd, Unit 7, Millside Industrial Estate, Lawson Road, Dartford, Kent DA15BH Tel: 0322 292513 Fax: 0322 293422 


The machine has been re-christened as the 
X’Eye for the US, something which often hap- 
pens to machines when they dre launched 
into different parts of the world (as we 
know, the Mega Drive is called Genesis in the 
US). It retails for $499 and can play audio 
CDs, CD+Graphics Karaoke, Electronic Book, 
CD-ROM, Mega-CD and a selection of 
Mega Drive games. 

Although there has been no announce- 


VC's Mega Drive compatible ment as to when, or if, the machine will find 

Wondermega took a step closer to a its way into Europe, this must surely be a sign 

European launch when it was announced that the firm has designs on the bigger pic- 
that the machine will become available in ture, and with the European video games 
the US in April - the first time it has been on market currently worth close to £1 billion it 
sale outside the Japanese market. would be hard, if not foolish, to ignore it. 


A recent Key Note survey 
has found that just 21% of 
British adults reckon that 
computers are easy to use. 
Meanwhile 68% think 

kids spend to much time 
using computers. 
Considering the average 
under-18 year-old has 
practically no trouble using 
the latest computer tech- 
nology, maybe its time the 
79% of adults who struggle 
with computers took a lead 
from the youth they accuse 
of spending too much time 
at the keyboard. 


ndisputed champion of the footy sim, Sensible Software, 
has tied its colours to the mast of Virgin Interactive for 


the foreseeable future. 


Sensible has signed a long term deal with the publisher 
and as a result the first title to surface is likely to be Sensible 
Golf on PC and Amiga towards the end of the year. Console 
versions of the game will follow in 1995. 

Virgin has also clinched Sensible’s Amiga hit Cannon 
Fodder, scheduled for release on SNES and Mega Drive before 


we hit 1995. 


TROLL ARMY 


ametek is changing 

direction somewhat fol- 

lowing the monumental 
success of Frontier. It’s next 
release will be Trolls for the 
SNES, a licence of those lit- 
tle placcy creatures with 
the big hair. 

It'll be predominantly platform-based, 
with some puzzle elements, which are based around you 
controlling one of four Trolls, each of which have different 
powers. If the game sells anything like as well as the trolls 
do, it’s bound to be a massive success. Other versions are 
planned, and we’ll bring you more news of them as, and 
when, we find out. 


@ CONTACT: GAMETEK 


0753 553445 © 
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SATURN 
SETBACK 


ord has reached our released early ‘95, someone, 

ears that Sega’s new somewhere is telling porkies. 

super console, the Another rumour we've picked 
Saturn, isn't to appear in this up on our substantial grape- 
country until Christmas next vine is that Sega is already 


year. However, we've also working on a portable ver- 
heard that the machine is sion of the Saturn, provision- 
due for a simultaneous ally called the Jupiter. If this 


world-wide launch. And, as is true it’s likely to appear 
the general opinion in Japan 6-12 months after the Saturn 


is that the machine is to be machine itself. 


GUNHED VIDEO 
FOR UK ) 


unhed, arguably one of the most successful 
G Japanese sci-fi creations since Godzilla, is set to 
appear on video over here in June. 
Basically Gunhed’s are giant super robots, similar to the 
Hunter Killers of the Terminator movies, only far larger 
and much more dangerous. The film has overtones of 
Aliens, with a group of futuristic troops infiltrating a 
deserted base, only to come under attack and be 
helped out by two children. The effects are decent, the 
action enormous and we think it’s ace. If you can’t wait 
until summer, you can check it out when it hits these 
cinemas: 


March 18-24 Prince Charles Cinema, 
London 
April 2 Cardiff Odeon 
April 9 Robins Hyde Park Cinema,Leeds 
April 15+16 Birmingham Odeon 
April 23 Manchester Odeon 
April 30 Glasgow Odeon 
May 7 Edinburgh Odeon 
May 14 Robins 051 Cinema, Liverpool 


LOW PRICE FOR 
= SANYO 3D0 


Sanyo’s version of the 300 is 
due out in Japan in April 
priced around £400. This 
makes it cheaper than the 
Panasonic machine, although 
there are still no details on a 
UK launch or price. It’s also 
been rumoured that the 
Panasonic machine has under- 
gone some minor hardware 
changes to overcome the 
problems of slow access and 
hardware crashes that the 
early models suffered from. 
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level living nightmare from hell. 


U 4 M 1 utd 


i ie java tion 


As John Morris the whip BS >Z 
wielding vampire hunter, ö Ma J 
or Eric Lecarde, master oA iN = 
lanceman, you'll chase "S| /) RS 
the demonic vampiress //, 
Countess Bartley across 


ae tu prevent her 


resurrecting the master of 
all evil- Count Dracula. 
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pars there’s no mad 
March hares out there this 
month as the majority of 
software on offer is of a 
surprisingly high quality 
See for yourself... 


. TIVIN 


ALL-FORMATS 


1 SIM CITY 2000 


PC/Mac, Mindscape 


A PC/Mac game is the number one 
game on the all-formats chart. Is 
no-one buying carts or what? 


po A ELLARDA 


MEGA DRIVE 


lt may be a CD 
game, but 
Ground Zero 
Texas has been 
h blessed with 
$ great gameplay. 


* 


LA AR A 


AMIGA 


1 CANNON FODDER 
(Virgin) 


Virgin is releas- 
ing some crack- 
ing products on 
the Amiga at 
present. Expect 
to see Cool Spot 
in the Top 10 
next month, 


A SESB is keeping 
two excellent 
games off the 
top spot, but 
that’s no sur- 
prise is it? 


2 SENSIBLE SOCCER 
(Sony) 


3 TURTLES TOURNAMENT 


FIGHTERS 
(Konami) 
4 MARIO ALL STARS 
(SNES) 


5 STREETFIGHTER Ii TURBO 
(Nintendo) 


6 STRIKER 
(Elite) 
7 SUPER MARIO KART 
(Nintendo) 
8 MORTAL KOMBAT 
(Acclaim) 


9 END OF THE 
MYSTICAL NINJA 
(Konami) 


10 SHADOWRUN 
(Bandai) 


It was going to 
4 need a quality 
S| game to knock 
Ane in the 
dor 2 from the 
top and boy is 
Sim City 2000 
that game. 


THE. . WHITE 
KNUCKLE RIDE ! 


4 

orto 
Da 
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gant 


n f 
— > A Take the HOTTEST bike sim ever... toss-in a lethal off-road 


race track... add enough hard-hitting 


action to satisfy the bloodthirstiest 
gamer... then trash the rule book. 
What've you got? Violence at 150 m.p.h. 
It's you against 16 psychos on 
superbikes in a race to the grave. These 
Nashers are out to kick, punch, club and hack 
you to bits. (That's when they're being nice.) 
You? Your practising a few moves of your 
own - to leave these guys spread across 
the track. First past the post gets the 
DOSH to buy a meaner machine. RASHERS 


A Do some damage, get some speed. 


SEGA 
o Master System d 
BUY ROAD RASH TODAY! EXPERIENCE THE BIDE OF YOUR LIFE! 


1991, 199 Electronic Ar Gold Lid. Al aght 


night 


DB 


BECOME A GAMES 
MASTER OF ARTS | 


or those of you who fancy being the next Archer 
Maclean, you can now hone your talent and spend 


three years down the pub at the same time by enrolling 


for a university course in games design. The course has 
been put together with the help of Sega, Domark, and 
Ocean and offers both a Bachelor of Arts and Masters 


Degree in ‘The design and production of interactive games’. 


The first course starts this September at Middlesex 
University with other faculties expected to follow suit. 


andanas and baby oil ahoy! The Software 

Toolworks/Mindscape has picked up the rights to 

Thunder in Paradise - the latest venture from Hulk 
Hogan. Described as a cross between Baywatch and The 
A-Team, the series has been running in the US since March 
and is set to hit British screens this summer. It’s not yet 
clear which channel will take the series, but you can bet 
your life it ends up in that 5.15 Saturday evening slot on 
ITV. Work has already begun in the US on a SNES game of 
the series which is expected to be available in November. 
Other formats will also follow later in the year. 


ly limited edition T-shirts. 


WIN EMPIRE 
STRIKES BACK! 


t long last Super Empire Strikes Back is coming out 
officially, and to celebrate the launch JVC is gener- 
ously giving away five copies of the game plus strict- 


We awarded the game a whopping 94% in our 


eople try to put em down you know, just because 

they g- g- get around, but rock dinosaurs The Who 

continue their sell-by-date defying antics. Now it 
looks as if the band is set to appear in a console version 
of their Seventies ‘rock opera’ Tommy. US development 
team R/GA Interactive is currently working on the game 
which is being produced in conjunction with the band’s 
Uberlicksmeister supreme Pete Townsend. Quite what 
they'll do with it is still unknown, although our money’s on 
a straight pinball game with a Who soundtrack. After all, 
no one under the age of 30 can make any sense out of 
the film anyway. 


DIZZY DOES THE TREBLE | .2- 


odemasters’ lovable... erm... egg type thing, Dizzy, can now claim 
something of a first, featuring in what is, apparently, the first origi- 
nal triple game cartridge available from a Sega publisher. 

Released this month (April), on Mega Drive, Master System and Game 
Gear, Excellent Dizzy features Dizzy the Adventurer, Go Dizzy Go, and 
Panic! Dizzy which itself features three puzzle games within - Shape 
Shifter, Dizzy Dice and Picture Puzzler. 

In addition, the firm has been ever so nice to your pocket and announced 
a range of new Sega titles retailing from a meagre £21.99. The line up includes CJ - Elephant 
Fugitive on Game Gear, Dino Basher on Game Gear and Master System and Archer Maclean's 
Drop Zone, also on Master System and Game Gear. 

Titles on the Megadrive are at the slightly higher £29.99 price point, but still cheap, the first 
one being Captain Dynamo in October. 


yer 


November issue and we reckon that it’s one of the best 
film tie-ins ever. It starts with Luke on the ice world Hoth, 
and he must fight off the snow beasts before tackling 
Imperial AT-ATs and heading off to Dagobah, where Yoda 
teaches him a bit about using the force. Finally it’s off to 
the Cloud City to rescue his pals so everyone can live hap- 
pily ever after, except Han, who doesn’t get rescued until 
the next film. 


All you have to do is tell us what Darth Vader's name was 
before he took to wearing black plastic outfits and joe- 
boying for the Emperor. Answers must reach us by 15 
April 1994, or we'll feed them to our eco-friendly recy- 
cling unit. Send entries to: Leave Them to me, I will deal 
with them myself compo, CVG, 30-32 Farringdon Lane, 
London EC1. 


Guess what? This compo is not open to employees of 
Emap or JVC or to the Emperor and Dark Lord of the Sith. 
The editor's decision, as always, is final. 


— / ee | 
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SOW REPORT 


ARCADE ACTION 


- THE 1994 ATEI 


The lure of free coin-op games is enough to tempt any arcade pundit to the 
Arcade Trade Exhibition Intemational, but more importantly is whether once 
the free play switch is flipped to pay are the punters going to be enticed 
back into the arcades. Certainly, this year’s ATE] show has looked far more 
promising, mainly because it has moved to the spaciousness of Earls Court 1, 
and with it have come over 230 exhibitors. 

Even so, there seems to be very little on show to be impressed with. Sure, 
there’s Virtua Fighters, Mortal Kombat ij and Ridge Racer (reviewed on pages 
85 & 82), which are without doubt the most desirable games around at the 
moment, but the fact remains that most decent London arcades already had 
these machines before the show. So there are no big games debuting at ATE! 


It was a different story last year though, especially with 
the exclusiveness of Virtua Racing and Streetfighter Il 
Championship Edition. Perhaps the industry has 
squeezed itself dry. Too many coin-op develop- 
ers are playing it safe by sticking to established 
game genres, and the result of this is that 
improvements tend to end up purely in the 
\ cosmetic department, with additional 
enhancements, like wide screen and digital 
surround sound. What the industry needs is a 
revolution in game design not an evolution, 
and that could come from something as sim- 
ple as more creative programming 
Virtual Reality is still a long way off from 
being the industry saviour some speculated it 
would be. The enhanced hardware route is 
one area where Capcom at least has plenty to shout 
about with its new CPSII hardware platform (see 
opposite), predictably shown-off with a convoy of 
/ | Super Streetfighter Il machines. Two new CPSII games 
have also received a showing in the shape of Eco 
j Fighters and Dungeons Ẹ Dragons 


Art of Fighting 2 from 
SNK is a damn sight bet- 
ter than most of the sad 
Streetfighter Il and Mortal 
Kombat Il rip-offs that 
are doing the rounds at 
present, thanks to heaps 
of special moves and 
combos. (AOF2 on the 
Neo Geo is reviewed on 


page 64.) 


Namco’s Air Combat has 
managed fo attract plenty of 
dealer interest, which is hard- 
ly surprising since it puts 
home versions of flight sims to 
shame because because of its 
realism factor. 


Another graphics feast from 
Sega, but Jurassic Park looks 
like a run-of-the-mill Operation 
Wolf clone gameplay wise. 


Virtua Fighter, Sega's graphical 
masterpiece has wowed the 
crowds, but the gameplay is 
worryingly slow and shallow. 


The best stands at the show however, belong to Namco. Its Ridge Racer set- 
up shows three different machine configurations from the standard single 
screen cabinet to a life-size projected version which must be at least 20 feet 
wide! Air-Combat and Cyber Sled also seem to have received a lot of dealer 
interest plus also on show has been the familiar looking Suzuka 2. 

Arguably the most visually impressive graphics at the show have been at 
Sega's stand. The Daytona demo certainly is a real crowd puller with its star- 
tling vector-based graphics. But what has failed to impress is Sega's Jurassic 
Park game, which just looks like another mindless Operation Wolf clone with 
up-to-date graphics. 

Virtua Fighters has also been attracting the crowds to the Sega stands, 
with its awesome graphics, which look stunning on the deluxe large monitor 
version. Still, once the crowds actually start to play the game their interest 
wanes when Virtua’s shallow and slow gameplay becomes apparent. We've 
even discovered the special moves, but believe us, these don't do much to 
enhance gameplay either, and are frustrating and difficult to pull off. 


Capcom’s CPSII hardware encloses the PCB mother board in a case 
which enables new games to be slotted in with ease — much like a car- 
tridge. Apart from being more economical, the hardware also provides 
protection against pirate PCB boards. The CPS Il has communication 
abilities for link-ups, and with its enhanced chip-set offers a faster CPU, 
better image resolution and the exclusive QSound 3D audio system. 
The unit itself is about the size of a video player. The games shown here 
are a result of that technology 


Dungeons & Dragons is a Golden Axe type game for up to four 
players offering an awful lot of healthy hack-and-slash action 
for your money. 


— 


Oh dear. Although ground - The first Suzuka game was a 
breaking at the time this Hard deserved top seller for Namco 
Drivin’ style of game from Atari with its brilliant handling, but 
doesn’t cut the mustard any this sequel is much of the 
more. Airborne’s graphics are same, but is good fun. Who 
slow and lacklustre compared said originality was dead? 

to other racing games like the Namco obviously. 

sexy Ridge Racer. 


<- ‘ < 
5 > > 4 
Hyper Dunk is not a cheesy game but it’s sadly lacking in the 
gameplay stakes compared to Midway’s NBA JAM. Much the 
same could be said of the home conversions too. 

Konami's arcade products in general have been disappointing 
and not a patch on the many classic games they’ve released on 


console over the last year like Tiny Toons, Turtles Tournament 
Fighters and Rocket Knight Adventures. 


Eco Fighters is a 
predictable 
shoot-’em-up 
with an environ- 
mental stance. 
Quite good fun 
but hardly 


inspired. 


The most unmissable stand at the show has to be the huge Virtuality stage 
though, where visitors have been playing some much improved, but still sim- 


ple looking, games. Best of all being VR Boxing. 


So that’s ATEI for 1994, and although CVG has been lucky enough to play 
everything on ‘free play’ we haven't forgotten that these games are increas- 
ingly costing too much to play. Coin-ops seem to be turning into an over 
priced luxury rather than an inexpensive extravagance, just look at the deluxe 


prime example. 


Essentially, novelties like sitting in a real car to play a racing game does 


version of Ridge Racer with its genuine strapped-on Mazda sports car as a 


not a good game make; especially not a long lasting one that will keep 

arcade addicts high on their addiction. And sadly there doesn’t seem to be a | 
new coin-op that’s going to generate the income that SFII and Virtua have 
managed to over the last year. At the end of the show the sentiment seems 


to be: ‘less gimmicks - more gameplay’. 
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he ultimate arcade driving experience is what 
Namco and Sega are aiming for with their 
Ridge Racer and Daytona racing games, but 
can the gameplay match the impressive arcade 
machines and stunning graphics? 


RIDGE RACER - NAMCO 


Certainly the highlight of an otherwise disappointing ATE! show has to be 
Ridge Racer, since its graphics just ram the competition off the road. Based 
on Namco's new System 22 3D-CG board, it's a 32bit CPU running a custom 
Namco texture mapping graphic engine. With awesome draw speed calcu- 
lations System 22 has blessed Ridge Racer (and will no doubt bless future 
releases) with Gourad shading and depth cueing for every polygon on 
screen. There’s a very realistic steering wheel with positive feedback, (none 
of the silly vibrating effects you usually find), six-speed manual gearbox plus 
clutch, accelerator and brake of course. 

The game comes in the usual sit down version but far more impressive is 
the Full-Scale system which incorporates a real Mazda MX-5 and a curved 
20 foot screen, which is reminis- 
cent of Namco's other biggie 
machine Galaxian 3. Ridge Racer 
offers all the usual playing modes 
for beginners to experts and the 
game itself takes the familiar route 
of requiring checkpoints to be 
reached for the game to continue. 
(Tum to page 82 for the full 
review in Arcade Action.) 


| You could be forgiven for thinking this was a photograph if it 
i wasn’t for the on-screen dials and information, eh? 


_ DAYTONA- 
SEGA 


The only other racing game from 
the current crop that can match 

i Namco’s beast in the graphic 

H stakes is Daytona. At present this 
game is only about 70% complete 
and the version we saw was simply 
running from videotape, so com- 
parisons with Ridge Racer are 
unfair. However if Sega can get the 
finished game running anything like 

} the speed we've seen it running 
here, and with the same breathtak- 
ing graphics, not to mention some 

Í gameplay then this could be the 
one to watch for. 


to be something special. Watch out for more news soon. 


Custom hardware, top notch graphics, explosive sound. Ridge 
Racer is a dream for your average technophile. 
G7 4i3 ** 


> 36 


es 


The attention to detail in Ridge Racer is stunning. As the game pro- 
gresses the sky darkens to represent the march of time. 


Daytona, Sega's graphically awesome racing game is shaping up 


Donning his headset Rik Skews launches himself into 
Virtuality’s latest arcade experiences 


The Virtuality stand at ATEI has been showing off three new gcoin-ops. These 
look a heck of a lot more interesting and detailed than other VR games in the 
arcades which is probably due to some major advancements in the hardware 
being used. Those ugly head-sets have also been slimmed down, and now 
they’re a more comfortable and compact size. The new buzz word for 
Virtuality at the moment though, seems to be ‘immersive’. This word is sup- 
posed to convince you that virtual reality has finally reached the stage of inter- 
activity, which it was supposed to offer at the outset. 

Even so, the gameplay on all machines still seems annoyingly sluggish and 
rather mundane; which begs the question: can the VR approach offer enough 
of a tease and excitement. This is particularly true with the Virtuality Boxing 
game. The problem with punching into air is you get no sense of impact, which 
makes it difficult to judge how much effort you should be putting into your 
punches. Anyway, the moves available are plentiful and there are some nice 
effects like swollen lips, bent noses and flying gumshields. 


Looking to lower your 
credibility rating? 7 
try wearing one of 
these VR helmets. 


Although the graphics and 
speed of the new generation 
Check out the realism of the hills in the background. VR games are of machines has been 

rapidly losing their polygon look. improved dramatically it's still 
hard to believe you're there 
with a ton of plastic and glass 
on your head. 


The most playable game has to be 
Zone Hunter, a futuristic commando 
type affair where you battle through a 
city in search of a genetics laboratory 
where you have to dispose of mutat- 
ed life forms. This game has a very 

nice feel to it, and there are hefty 
weapons to be discovered too. 
What seems a bit unfair however, 

is that there are set time limits in 
the game, which could be frus- 
trating when you’re paying a 
lot of money for each go. 

The last machine 

we managed to climb 
aboard, X-Treame 
Strike, is a Star 
Wars type 
game where 
you fly across a 
planet surface taking 
out defences and other 
craft en route to 
destroying a core reac- 
tor. You're given unlimited 
firepower but you'll spend a 
lot of time searching for fuel. This 
game is smooth and fast with its 
graphics handling, but some of the 
terrain could be a bit more detailed. 


Look at the detail on the face. Makes Virtua Fighter look pret- 
ty tragic don't you think? 
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SEGA MEGADRIVE w S weep avencar 27399 A] USED TITLES 


if] MEGADRIVE + 
SNES TITLES 
CATEGORISED 
AS FOLLOWS 
CATEGORY 1- 
£10 EACH 
CATEGORY 2- 
£15 EACH 
CATEGORY 3- 
£20 EACH 
CATEGORY 4- 
£25 EACH 


PLEASE RING 
FORA 
CURRENT LIST 
OF TITLES IN 
EACH 
CATEGORY 


IF IT'S NOT LISTED PLEASE CALL 


SNES USA CONSOLE 
SUPER NINTENDO 
UK CA 


Major Title 
Meglomania 
Might & Magic 2 .. 
Mystical Ninja 
Rock & Roll Racing 
Sensible Soccer 
Sunset Riders 

Top Gear |! 
Troddiers 
Wolfenstein 


RETAIL & MAIL ORDER: CONSOLE CONNECTIONS, UNIT 2, OLD BAKE HOUSE LANE, 
CHAPEL STREET, PENZANCE, CORNWALL TR18 4AE 
EN 10AM - 5.30PM SAME DAY DESPATCH £1.50 GAMES £6 CONSOLES yc 
ORDER WITH CONFIDENCE FROM AN ESTABLISHED SHOP 


WIN A 64 BIT 
a nY: Te Male OF YOUR CHOICE 
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WIN A 300 
SNES S SPU WIN £200 MULTIPLAYER 
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Games 4U ... 
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Incredible Limited .. A TE 
E AE aA nA E TEAREN LE E E A) 


Win Win Win 
WIN A SUPER NINTENDO 
CALL: 0839 993 309 NOW! 
o WIN THIS GAMEBOY 


E Become The Best With This 
99 AWESOME PRIZE! 


CALL: 0839 993 309 NOW! 


Go For It! Calls cost 36p/min cheap rate 48p/min all other times. Calls 4-6 
mins: max cost £2.88. Multiple Choice Competition. For further information 
and list of previous prize winners write to C.I.C P O Box 1650, B3 1LH 
Closing date 30/4/94 
ASK YOUR PARENTS FOR PERMISSION 


“POST TO: The Games B 4 in 
~ | HUCCLECOTE, GLOUCESTER, GL3 3AZ. 


2ND CHOICE. 
3RD CHOICE. 
AH CHOICE 
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London W12 


THE OFFICIAL NEO GEO CLUB FOR THE UK 


(4 Pavilion Parade, Wood Lane, London W12 OHQ) 


N| 

R SALES HOTLINE: 081 9619343 ZE E 
Introducing the official Neo Geo Club for the UK, we can offer club 
members an amazing 10% discount on all new software purchased and — 
can boast the biggest selection of used software in Europe 
Most impressive our prices are 

NAME RRP NAME RRP 
Fate! Fury Special 145.99 Three Count Bout 59.99 
Samurai Shodown 159.99 Fatel Fury II 59.99 
Viewpoint 159.99 Super Sidekicks 59.99 
World Heroes II 159.99 Sengoku Il 59.99 


We also provide a comprehensive and friendly information service for our members 
informing them of all the latest news on forthcoming SNK products, including Neo Star. So 
if you own a Neo Geo or are looking to buy a Neo Geo then why not give us a call on 


081 961 9343 
YOU DO NOT NEED TO BE A CLUB MEMBER TO GIVE US A CALL 


SICK OF e 
A F 
YOUR GAME TO © NAA 5 Qs RVI ME _ONYOUR 
anavernom DAS YSNVIUS „ede 
HOUSES? OF RECEIPT OF 
uses: YOUR ORDER! 


BUY-SELLFEXCHANGE 


MegaDrive - CD Master System - Super NES - Game Gear - PASAT 


Console Exchange 
IN STOCK 25 „„ 5PX 


TEL/FAX: 0474 321838 GAMES - CONSOLES 


RED) 3 32 BIT MACHINE 


SPECIALISTS 


AMIGA CD NOW IN STOCK 
- NEO GEO - TURBO DUO - 
300 IN STOCK SOON - 


- SEGA & SNES MAIL ORDER - 
- SECOND HAND GAMES BOUGHT & SOLD - 
PART EXCHANGE WELCOME - 


OW IN STOCK* LARGE SEL 
SECOND HAND NEO GEO 


ECTION 
GAMES 


Advertising 


TO ADVERTISE IN 

THE LOCAL BUYERS GUIDE 
CONTACT 

NICK JACKSON 


ON 
071 972 6700 


| eX an C22 
BU YERS 
UID E 


14 DAYS 90% MONEY BACK GUARANTEE 
(IT IS CHEAPER THAN RENTING) 


1 s Di NEW GAMES IN STOCK 
CHANGE 87 1 
1811850 BUY (SHOP CALLERS ONLY) 
MANGA VIDEOS IN SOCK 
0 en 10 am 7pm Mon - Sat 

Games 4U, 3 Dean Parade, Camberley, GU15 4DQ 

(600 yards from the A30. Take Caesars Camp Road, then left at College Ride, and after the filing 
station and shops at Berkshire road you will see the Shoppimg parade .) 
FOR FURTHER INFORMATION PHONE 0276 681 864 


SEGA & NINTENDO & JAGUAR 


ALL OUR NEW GAMES ARE AT DISCOUNT PRICES 
INCLUDING ALL THE LATEST TITLES 


LARGE SELECTION, pE SECONDHAND GAMES & CONSOLES 
PART EXCHANGE WELCOME 
Opening rid 11am - 7.30pm MON-THUR (9pm FRI) 
gam - 5.30pm SAT 
FREE CAR PARK 


Fast & efficient Mail Order service available Send SAE for 
which console) 


GAME ZONE 
SNOWDON PARADE, VINTERS PARK, 
MAIDSTONE, KENT. ME14 5NS 
TEL/FAX 0622 766220 
MOBILE 0850 013171 (For mai order navies out ot shop hours) 


ist of new and used prices (please state 


WANTED 
FOR CASH 
UK AND USA 


MEGADRIVE GAMES 
BUY BACK LINE 0891 516980 


Children under 18 must get 5 of the person responsible for paying 
the telephone bill before calling. Calls charged at 36p per minute cheap rate 
and 48p per minute at all other times. Maximum possible cost of call £3.60. 
Send your games to: GAMES UNLIMITED, 3 SANDERSON STREET, 
CORNFORTH LANE, COXHOE, CO DURHAM DH6 4DG 


Information 


IF AN 
6 IS WRONG, 
La WHO PUTS IT RIGHT? 


We do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code of Advertising Practice 
So if you question an advertiser. they have to 
answer to us. f 
To find out more about the ASA, please write to 
Advertising Standards Authority. 


Department X. Brook House. 
Torrington Place, London WC1E 7HN. 


WORK I PROGRESS 


by ANCO/IMAGINEER 
80% COMPLETE 
Three years since the 
launch of one of the 
best soccer games ever, 
Anco gets ready to 
release the third 
incarnation of the title 
that set the precedent 
for footie games! 


= Irishman toa 
halt. 


(SNES) A crunching tackle 
from the Argentinian 
number 11 on the 
unfortunate Italian. 


(Mega Drive) Germany advance on 
goal, but the keeper looks to have it 
covered. 


(SNES) Eire score another goal, and 
dance a jig in celebration! 


Super Soccer. Virtual Soccer. 

Everybody knows the names of 
these fine football simulations. But 
there’s one game which shall stick in 
the minds of all who have played it 
and loved it, and it doesn’t even 
have the word ‘Soccer’ in the title — 
Kick Off. 

Released in 1988 by a small soft- 
ware house called Anco — which 
had before then made its coin from 
such niche products as strip poker 
games - Kick Off became one of the 
biggest selling floppy titles ever 
seen, notching up figures of 


5 ensible Soccer. FIFA Soccer. 


(SNES) Not so 
lucky this time, as the Argie 

goalie makes a relatively sim- 
ple save in the six-yard area. 


(Above) More 
Mega Drive 
action. (Right 
and below) The Jaguar ver- 
sion is coming on well - look 
out for it in a couple of months. 


hundreds of thousands. A phenome- 
non was bom, as was a string of fol- 
low-ups — Anco brought out a man- 
agement game based around the 
Kick Off engine, followed by the 
now-legendary Kick Off 2 and an 
array of expansion disks to comple- 
ment the product. 

Since then, Anco has jumped into 
bed with massive Japanese firm 
Imagineer who released Kick Off on 
SNES, NES and Game Boy, and they 
also sold the Kick Off licence to US 
Gold who promptly put out versions 
of the title on Mega Drive, Master 
System 
and 


SNES 


(Mega Drive) The KO3 crowd on Mega Drive is more advanced 
than its SNES counterpart, but has yet to be animated. 


computer football arena. 


Kevin Keegan’s Player Manager, Anco 
is gearing up for the launch of its 
most hotly anticipated game yet 
Kick Off 3. 


Dino outdone? 


To be available on most popular for- 
mats, Kick Off 3 has been in produc- 
tion for over 12 months, 
and has 
been the 
topic of 
rumour 
for some 
consider- 
able time 
too, the 
most pop- 
ular piece 
of hearsay 
being that 
the game 
would 
never appear after the departure of 
Kick Off 1 & 2 programmer, Dino 
Dini, from Anco to Virgin. As it hap- 
pens, the finished product bears 
almost no relation to any of Dini’s 
previous football games, including 
the VIE-published unofficial Kick Off 
sequel, Dino Dini’s Goal!. 

As you can see from these ouch! 
hot screenshots, taken from the beta 
test versions of the game given 
exclusively to CVG, Kick Off 3 has 
undergone some serious cosmetic 
surgery in comparison to its pre- 
quels. Whereas the originals were 
vertically scrolling, bird’s-eye view 
affairs, Kick Off 3 is depicted in hori- 
zontally scrolling, 
pseudo 30, very 
similar to the 
Manchester 

United games of 
four years back. 
That, however, 
is the only simi- 
larity between 
the two titles 
Kick Off 3 
promises to 
be one of the 
biggest 
names in the 


Play the game 


Produced by Steve Screech, who 
was also heavily involved in all of 
Anco’s previous football titles, Kick 
Off 3 is geared for release just before 
the World Cup finals in July this year, 
and the game will have a World Cup 
tournament in which all the teams 
that actually qualified for the event 
will appear. Unlike other soccer 
games however, which usually field 
sides that bear no relation to their 
real-life counterparts, Screech has 
devised a system that allows the 
computer to play in styles very similar 
to those which intemational teams & a great stop. 


(Mega Drive) And it’s a goal! 
England walk the ball over the 
line, while the keeper just 
flaps on the floor. MD Kick Off 
3 should be out at the same 
time as the SNES version, so 
Anco tells us. 


actually play. ‘Playmakers’ have been 
included in the sides, and these lads 
behave very differently to the nor- 
mal, run-of-the-mill Johnny Scorer. 


England 1 
Germany 2 


When a playmaker takes possession 
of the ball, he won't just knock it on 
to the nearest player. What he does 
is look at the position of the boys 
up front and attempt to open up 
play by making a telling pass, with a 
view to a goal being scored. 

This is not only a revolutionary 
concept in itself, but these types of 
players arent ten-a-penny in the real 
game, so don't expect Kick Off 3 
sides to be jam-packed with them. 
England, for example, has Paul 
Gascoigne controlling the play from 
midfield, so you'll find the Kick Off 3 
version of the team will have its 
playmaker in a similar position to 
that which Gazza plays in. And we 
know that England didn't qualify for 
the World Cup, but Screech says 
he’s putting them in anyway 

Germany, on the other hand, has 
two playmakers who, unlike England 
who pass the ball out to the wings, 
prefer instead to pass straight for- 
ward in order to break quickly 
Brazil has three playmakers to 
accentuate their flair play, while the 
South Koreans, who try to play in a 


OT) 


COMING SOON TO A 


COMPUTER NEAR YOU! 


Floppy disk versions of Kick Off 3 are still in the relatively early stages 
of development so there’s nothing to show you as yet, but just so’s 
you don't feel left out, here's a shot of Kevin Keegan’s Player Manager. 
Converted from SNES, this fine football management game endorsed 
by the Keeg himself was a cracker on cartridge, and there’s no reason 
why it shouldn’t be at least as good on disk. Completion times willing, 
we'll be reviewing Kevin Keegan’s Player Manager next month, so make 
sure you don’t miss the May issue of CVG! 


TION 
NATIONAL SQUAD 
ED 


Kevin Keegan's Player Manager is nearing completion on 
Amiga and PC - look out for the reviews soon. 


We'll be bringing you a full 
review of the game in a very short 
while - as it stands though, it looks 
ike an absolute winner — especially 
as the game is being released before 
EA's SNES conversion of FIFA 
International Soccer. 

On the Mega Drive front, things 


similar style to Brazil's but end up 
sorely lacking, have no playmakers 
Because they’re poor. 


Sounds smart 
on Jag 


Of the versions we've seen, the SNES 
game is the most complete. All the 
gameplay is in there, and in fact all 
that needs to be added is the sound, 
as well as a few little 
cosmetic 
tweaks such as 
the inclusion of 
an animated 
crowd and 

the like. 


(SNES) The action replay shows a simple tap-in on the part of the 
Italians. You can tailor the replay to show the action at a variety of 


speeds. 


are moving at a fair old rate; the 
graphics are completed and the 
gameplay is similar to the SNES 
game, although there 
are a few bugs lurking 
around which still 
need to be ironed 
out before release. 

Floppy disk ver- 
sions of Kick Off 3 
are still in the early 
stages of develop- 

ment, but perhaps 
the most exciting 
version has to be 
on Atari's 64-bit 
monster, the Jaguar. 

Using a similar but souped-up 
engine to that used in the other ver- 
sions, Kick Off 3 on Jag will feature 
stunning, almost photorealistic player 
sprites and incredible CD-quality 
sound effects — and because of the 
data compression technique used 
on Jaguar cartridges, there should 
be much more in there than you’ll 
find on the current crop of consoles. 
Oh yes = it’s also set to be the first 
Jaguar release from a third party 
software company, which is a bit of 
a coup in anybody’s book. @ 


A yellow card for the naughty 
German. 


VCR-like replays feature. 
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SNES/MEGA DRIVE 
E 
by ACCLAIM 
op lV 


£TBA 


— 
MAY RELEASE 


75% COMPLETE 


And those football 
games keep 
coming! Here 

comes the Acclaim 

team with its shot 
at soccer glory! 


Action replays are absolutely 
tremendous, aren't they? Here 
we can see how the Brazilian 
goalkeeper destroys his team’s 
chances of winning by his inep- 
titude. That’s all the evidence 
we need to condemn him to a 
long spell in Football Prison. 
Good riddance to bad rubbish. 


onsole soccer games are like the 
proverbial buses aren't they? You 


wait ages, watch loads of 
American Football buses drive past 
and then, just when you're getting 
switched on to NBA basketball buses, 
you get a trillion soccer buses all at 
once. Or something like that. 


Anyway, Acclaim's entry into the 
field is this little number, programmed 
for them by Canadian programmers, 
Park Place (of John Madden/EA 
Hockey fame), and endorsed by the 
Manchester United winger, Ryan 
Giggs. It takes the form of a pseudo- 
World Cup competition between 24 
international teams, very roughly 
based on their real-life counterparts. 
So the Germans are poised for world 
domination, while the ‘Great Britain’ 
team (which should really be the 
England team) aren’t really up to 
much - the programmers obviously set 


2 le å a 


up all the team statistics in the midst 
of the Graham-Taylor-Is-Crap crisis 


e 

Common view 
The game takes the scrolling grand- 
stand view of the action, with you 
controlling one of your lads at a 
time. Slide tackles, shots and passes 
are all a button-press away, along 
with newer moves such as jinking to 
dodge defenders and putting on a 
burst of speed to outrun the 
defence. Naturally, there’s a player 
radar on screen, so you can tell 
whether the keeper should boot 
the ball straight up the centre or lob 
it off to the wing, and there’s an 
instant replay function which lets you 
run through those impressive saves and 
see all the frames of animation on the 
detailed player sprites. 

There's nothing very new here, 
but will the touch of ‘The Giggster’ 
bring football fortune to this title? 
We'll be taking the game out on the 
field for a good kickabout next 
month, so join us after the break. @ 


LEVEL INTO 


CAT. NO. 364/3433 
CAT. PRICE £59.99 


of a game - 
lights, 
camera, 
action; luvvie 


The new generation of 
interactive games can 
soak up some of the 
biggest budgets. Many of 
the games EA is working 
on use expensive movie 
production techniques, 
and so the company is 
currently investing heavily 
in this area. 

For Road Rash, EA had 
to bring in professional 
stunt directors to choreo- 
graph the crashes, which 
were then filmed and 
incorporated in the game. 
While in Shock Wave, 
actors had to be filmed 
against blue back- 
grounds, scanned into a 
development machine 
then dropped in against 
computer-generated 
backgrounds. Once you 
filter out the computer 
graphics, the FMV sections 
in these games work out 
as one long series of spe- 
cial effects. That kind of 
stuff doesn’t come cheap. 


real life in a box’. 
That’s Electronic Arts’ way 
of introducing the 300, 
the ‘wonder’ machine they re pour- 
ing so much time and money into. It 
started with their founder, Trip 
Hawkins, forming The 3DO Company 
in 1990; in pulling together giants in 
the media and electronics industry, 
Hawkins vision was to establish a uni- 
versal hardware platform, reflecting 
the success of one of its partners, 
Matsushita, in pioneering the accep- 
tance of VHS in the film industry. 


Four years later, and the hardware is 
with us in the shape of the 300 Real 
Multiplayer. But ‘software sells 
machines’, so where are the discs? 
Well, there may not be much on the 
shelves, but the figures on paper 
look good. Currently there over 219 
titles being developed among some 
500 3DO developers worldwide. 
That alone should signify healthy 
competition and so, better stan- 
dards. Yet, most people will be look- 
ing closely at what EA has to offer. 


care market, ca who heiter fa get support ihe Regan 
rer. We fake am exdusive loak at the A wehkG 


EA has over 10 years of software 
experience, and if they can’t get it 
right the future’s not going to look 
healthy for 3DO. As EA's European 
Marketing Manager David Wilson 
points out: “There’s been a lot of 
people misinformed about 3DO. 
There’s no way it could have lived up 
to its media hype, but now it’s time 
to get some real games out there.” 

This year alone, EA is estimating 
to release an ambitious 35 3DO 
titles with its affiliated label partners. 
Hopefully, we'll see some top games 
in there, which is essential if 300 is 
to compete in a market which will 
soon be seeing the likes of the 
Jaguar, Saturn and Sony Playstation- 
X. In fact, the Jaguar's delayed UK 
launch has come as good news for 
the 3DO. Ear to the ground, EA's 
David clarifies the advantage of 3DO 
over other consoles: “It’s likely that 
by the end of the year there are 
going to be four different 300 
machines on the market, offering 
choice and price preference with full 
compatibility with each other.” 


EA accepts 3DO is the first of its 
kind, and when you're as successful 
as EA, the industry takes you serious- 
ly. The 3DO is not dead, and with 
rumours going round of a potential 
3DO deal with Capcom, plus a big 
price drop, this isn’t something you 
can write off. 


It’s early days for 3DO, and if the 
software situation picks up things will 
be looking very rosy. As Hugh Martin, 
Chief Operating Officer at 3DO 
explains: “Never in history have so 
many companies committed to devel- 
oping software for a platform in this 
early stage of its consumer availability.” 
But then again, quantity doesn’t neces- 
sarily mean quality. Watch this space. 


Possibly the strongest sports title on 
the 3DO, this new version benefits 
from exceptional digitised graphics. 
There are different weather conditions 
to contend with which effect the play 
and there's lots of attention to detail; 
like the colour of the sky changing to 
indicate the state of approaching 
weather. In replay mode you can now 
take control of the cameras and zoom 
about or even lock on to a specific 
player to follow his tactics. 

There are will be over 100 plays to 
choose from and 1,300 plus player 
ratings. To brush up on your oppo- 
nents there are over 100 video clips 
from the 36 NFL teams in the game, 
which should be enough to keep 
every NFL nut happy. 

While you play you get a useful 
running commentary from Madden 


himself, and the animation of the 
teams on field is top notch with no 
slow down. Atmospheric, playable 
and almost certain to be a smash. 


t tabq, (tat 
Preoictoble 


While this follows the same format as its Sega 
cousin, the 300 version has been totally 
redone to include texture-mapped roadsides 
and digitised characters. The various courses 
s ere now 


excellent. 
New to this 
version is the function to switch weapons while 
you race, and you can also take time out of rac- 
ing to play chicken with pedestrians. Basically 
there’s a lot more to do, see and avoid. 

It’s not clear yet if you’re going to get any 
more weapons beyond your club and chain, 
and EA is considering dropping the on-screen 
dashboard. The action is very fast however, 
and the racing aspect is now more challenging. 

EA has also signed a deal with AGM 
records to use music from a selection of six 

indie 

turd bands in 
the game, 
whose 
videos will 
also be 
included 
on the disk 
at no extra 
cost to 
you. Woo. 
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This is a very, very early version of the 
game. So early, in fact, that it uses the 
player sprites from the Mega Drive 
version, not the neat digitised players 
that will appear in the finished item. 
Even so, it still looks blindingly good. 

Gameplay wise it’s just like the 
Mega Drive version, but on the 300 
you get control the cameras too. So, 
you can play from any angle, zoom in 
Build a ride and then and out, and actually take the per- 
climb in! spective down between the players 
to get a view from behind them. 
Theoretically, you'll be able to follow 
the player with the ball as he dashes 
for the goal. Given this, you get an 
incredible sensation of space on the 
field, it's a bit like watching the game 
from the referee’s viewpoint - one 
who isn’t blind though 

Another nice touch is the addition 
of the players’ shadows which actually 
animate and reposition depending on 
where your view point is. Highly realis- 
tic and the best shadow effects in any 
sports game to date. As could this 
turn out to be the best American foot- 
ball game anywhere, until the almost 
inevitable Madden’s 95, of course... 


: E 


FIFA on the 300 is 
sooo smooth. 


r @ Y i a wW improbably large roller coaster just One of the few 
p for yourself. Of all the 300 games games to offer real 
THEME PARK we've seen, this promises to have death and strategy in 
the most depth. Still, this is also its gameplay. You 
Enter the Theme Park and take coming out on 16-bit machines, so really have to think 
control of its management and it’s hardly at the cutting edge of the to play Theme Park. 
design in this strategy. based game. new technology. 
You compete against the world’s 
top 40 amusement parks, who'll 
try and buy you out at every stage 
of the game, especially when 
you're doing well. And only you 
can stop them by buying up your 
own shares and creating the 
world’s greatest park. 
There will be plenty of tricky 
decisions to make, like selecting 
the sort of shops you want in your 
park; if for example you put a hot 
dog stand near a roller-coaster 
people will eat before the ride 
and get sick, which will damage 
public relations. You get the idea. 
Not only do you get to build 
the rides in the 3DO version, you 
also get to try them out. So you 
can build the world’s most 
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preview 
SHOCKWAVE: 
INVASION 
EARTH 2019 


This is EA’s first big-budget interactive 
movie. It’s a science-fiction tale of 
alien invaders descending on Earth, 
while plucky young heroes such as 
yourself are all that stand between 
freedom and earthlings becoming an 
extra terrestrial’s main course. 

The multitude of missions have you 
engaging in air-to-air and air-to-ground 
combat as you fend off the alien arma- 
da. There are loads of superb Cine- 
Packed film sequences and you're kept 


EY. Laie 


vith detailed and complex animation. 


up to date on the situation by the 
Global News Network. 

The version we played only had 
one finished level, and that only con- 
tained straight shoot-’em-up action. 
Textures have been applied to the 
scenery to gradually introduce 
changes in the terrain. So sea melts 
into land, then on into mountains. 
cities and even pyramids as you 
zoom across the numerous countries. 

Your ship is outfitted with ultra- 
responsive lasers which make blast- 
ing baddies satisfying. The seek and 
destroy gameplay works better than 
you might expect, especially when 
you take the game's speed into 
account. Excellent Dolby Surround 
Sound caps off what is a very 
promising game. 


preview 
TWISTED 


EA’s attempt at a comedy actually 
comes off rather well. Twisted is 
basically a gameshow with up to 
four human contestants, where the 
action’s set on a spiral staircase 
with each step being a puzzle or 
dangerous hazard. 

The show's host rattles on 
throughout and there are plenty of 
neat visual gags. As well as beating 
the show, there are eight computer 
contestants out to thwart you and 
grab your prizes. When you land on 
a challenge square, one of the 
opponents will select your task 
which is usually the hardest one. 
Still, you can get your own back 
when you choose their challenge. 
The puzzles however, are very sim- 
ple like matching up pictures, zap- 
ping commercials and slide-square 
Jigsaws, so you don’t have to have a 


Extra real textures 
have been applied. 


review 
A TOUR GOLF 


This classic title is set to be the most 
engrossing golf game yet. FMV 
graphics have been used for the 
golfers with realistic animation and 
overwhelming detail. Expect a better 
control interface as well as more 
speciality shots. Four courses have 
been digitised in 24-bit colour and 
plenty of shadows and backlighting 
have been included. 

you'll be teeing off against 60 
pros, all digitised and there's even a 
blurred effect on graphics in the dis- 
tance. And best of all is that you get 
a round ball, not the blocky thing 
you smack around in other versions. 


brain the size of a beachball to 
play it. 

Of all the EA stuff, Twisted 
offers the best quality FMV and i 
sound, as well as some impres- | 
sive hardware effects. | 


Played as a 
gameshow this is 
really full of abstract 
humour. Puzzles are 
a bit on the simple 
side though. 


a 


ast month it was the monopolies commission, this month it’s certificates 

and censorship. If anything, all the recent media attention only goes to 

prove how large the computer industry really is. But now the issue isn’t 
price, it’s preventing you from buying games. 

If you've already flicked through the news section, you'll see that a set 
of movie-type certificates are being imposed on new games. Anyone over 18 
can buy any games, but 17 and below will be split into three categories: 0-10 
11-14 15-17. The worry for me is that some games might be treated unfair- 
ly. Mortal Kombat Il, for instance, is pretty bloody, so can we expect to see a 
15 certificate there? If so, it seems a bit pointless that home versions will be 
restricted while anyone can pop down to the arcades and play the real thing, 
blood n all. 

At the end of the day, certificates are a good thing. Games like Voyeur 
on CD-i aren’t really suitable for younger gamesters. However, the whole cer- 
tification system is voluntary, all it takes are a few of the big companies to 
pull out and the whole thing falls apart. Whatever happens, you can be sure of 
keeping up to date with the latest news by getting your copy of the galaxy’s 
greatest games mag every month. 


COMPETITION 


Groove on people. it’s that crazy part of 
the magazine where you can win a game 
just by recognising a jumbled up game 
picture created on our power sucking 
Apple Macs. It’s Spot the Shot yeah! 
Anyway, want to know who won Spot the 
Shot last month? Hold your breath no 
longer, the lucky person is Robert Ruck 
from Boston in Lincs. A Game Gear game 
should be blasting its way towards you as 
we speak. Nice one Robert. 

So you think you know what game the 
picture’s from then? Then stick your 
answer down on a postcard along with 
your name, address and the machine you 
own and send the whole caboodle to: 
Spot the Shot 149, CVG, PRIORY COURT, 
30-32 FARRINGDON LANE, LONDON EC1R 
3AU. Please make sure your entry reaches 
us by 14 April 1994 or Rik’ll eat it. 


STAR WAS LATE! 


hat’s right. Because of traffic congestion in west London, top star Deniz 
T was late in his meeting with his pop idols Right Said Fred. Although the 

Freds were disappointed at having to wait so long to meet Deniz it was 
smiles all round as the Freds proudly displayed their new single (previously a 
big club hit) that’s been remixed to tie-in with the new Sonic 3 Mega Drive 
game. Music whiz Deniz proclaimed it to be ‘monster, a surefire hit!” and 
made sure he had two signed copies of the single before he left. One of 
these he’s stored away safely while the other one is being worn out in the 
office where Deniz makes an effort to impress everyone in the office on a 
daily basis with his boogie skills. 


Just to prove they a 


MEET THE CVG CREW: 


PAUL - Friend of the stars Rand is waiting 
for the film scripts to start rolling in after 
his recent appearance on the BBC1 national 
news. Rand pretended to chat about the reg- 
ulations on video games but what you didn’t 
see was his edited and rather desperate 
Elvis rendition in the hope that it would be 
seen by agents and managers nationwide. 


GARY - Gaz has started something of a 
health kick at CVG. He’s been trying to 
encourage everyone to drink herbal teas 
which have exotic names such as ‘Raspberry 
Rendezvous’ and ‘Orange Dazzler’ Gary's 
also been running to work in the mornings 
and insists on doing 50 press-ups before 
turning on his Mac. Is the pressure of sorting 
out Rik and Deniz’s crayon scrawlings too 
much we wonder? 


RIK - It’s been a quiet month for burger 
munching champion Rik. Having finally 
moved out of his Gran’s house, he's now to 
£] be found in a swank flat with ex-CVG slaves 
’ Steve Keen and Paul Anglin. Living with his 
Gran has obviously had an unfortunate 
affect on Rik since he keeps offering to 
make Steve and Paul cups of tea and tuck 
them in at night. 


DENIZ - Deniz has been looking sad and 
miserable this month and it’s had nothing to 
do with his hat getting shrunk in the wash. 
No, the problem is that he hasn’t managed 
to blag anything. Amazing isn't it? Not even 
one solitary computer game has entered his 
stripey swag bag. Has the master lost his 
touch? More news as we get it. 


JULIE - Burp maiden Julie continues on her 

never ending ‘top secret mission’ this 

month, so it’s been hard to gather any infor- 

mation about her. The boys have been using 

all their journalistic skills to try and find out 

y what's she’s up to but keep getting stopped 
by burly minders. If you want a big clue 
though you could turn to page 112. 


PETREA - With Julie involved on a ‘top secret 
mission’ Petrea’s tasted power this month. 
She's been in charge of the gaggle of free- 
lance designers who've been trying to keep 
things flowing smoothly on the design front. 
Rumours of her eyes glowing red while 
wielding a whip and laughing maniacally 
are strongly denied. 


STEVE - Like Gary, Steve's clearly aiming 
towards starring in his own fitness video. 
After a marine issue crew-cut he’s now 
turned his attention to eating salads and 
other frighteningly healthy foods. And he’s 
done all this despite the best attempts of 
the CVG crew, wafting his beloved pasties in 
front of him at every opportunity. 


riginally a from earlier Mega 
NES game Man games have 
in 1987, been include, like 
Mega Man (or acquiring the 
— Rockman as he’s weapons and 
r — ` known in Japan) powers off each of 
; was followed the bosses. 
= 1 closely by eight 
— — sequels, occa- 
* — sionally delving 
4 into Game Boy 
| p territory too. 
P For his SNES So there you are 
d debut Mega Man with a broad selec- 
a. is again tion of weapons, 
- offer- but unlike some 
> ing games, it’s not just 
— more a case of picking 
of his the best looking 


well-thought through plat- shooter and sticking with it for the 
form action. Here in fact it remainder. Each weapon has its own 
spans across eight levels particular use, and there's sufficient 


with some incredibly difference between what's available 
smart graphics and adven- to make making the right selection 
turous platform layouts, an intricate part of the game. All 


reminiscent of the coin-op your weapons are also capable of 
classic Bionic Commandos. Elements being charged up to intensify the 
damage they cause. 


This is not just another platform shoot-em-up. Oh no, the graphics 
are well structured, practical and good looking. Your power-ups are 
varied and you'll find weapons from one 

stage useful in another. a Man’s main 

drawback though is lastability, which isn’t 

helped by a password system which 


remembers your weapons and order of 
stages visited, plus you can start on any 
stage... These gripes aside though, Mega 
Man X is lavish and cunning while it lasts, 
and well balanced throughout. 


Shoot aliens as soon as you see 
them or they will suddenly 
charge at you, leaving you no 
chance to attack effectively. 


The problem is that Mega Man’s 
eight levels really don’t present 
much of a challenge. None are larger 
than the usual platform game length, 
and more to the point, most are fair- 
ly straight forward. There are tactics 


to be learned like going back over S 

easier stages to recharge energy and a ? 
weapons, but you can start on any a = wm 
level and play ina w D 


non-linear fashion, 
which doesn't give 
you an incentive to 
play on 

Obviously, this 
destroys the 
graphical pull of 
the game because 
you can see it all 


ete Never stay on a moving ramp for very long 
because it will run out of track. Always 
Fresh shoot when you jump off too, then you'll 


avoid dangers like this. 


-Ņ 
JE b your approach to a 


level. For example, 


dash and leap through at ground 
level, which will allow you to avoid 


Mega Man X retains your 
attention because it’s lov- 


ingly crafted with real chal- pP —— one stage may have many dangers and collect a nice 
lenges and no silly stuff ie a ioe you doing the usual bonus from left over time units. 
having to re-kill baddies awkward negotiation Nicely done. @ 


of platforms, but 
load-up in the prof’s 
capsule and you can 


you've already disposed 
of. It’s also fresh to see 
power-ups which can alter 


Ss a 


Never walk into a baddies with a spikey ball or this will happen. 
Use fully charged weapons against these opponents. 


491 


Any weapon can be charged 
up - R-Type style. 


PROS: Great graphics 
and well thought out 


levels and weapons. 


CONS: Fairly 


straightforward and 
lacks an incentive to 


carry on. 


Some nice paral- 
lax effects and 
great animated 

sprites with detail. 


A bit shallow and 

lightweight given 

the action, but not 
annoying. 


it's what you look 
for. Tense, dra- 
matic and heaps 
of hectic fun. 


Eight levels isn'ta 
major challenge 
but they're 
crammed full. 


STRATEGY SKILL ACTION REFLEXES 
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LREVIEW MEGADRIVE — byDOMARK £39.99 


Out March. Contact Domark (081 780 2224) for information 
A mt 
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he original gore game comes to a? 
Mega Drive in a splat 
of excitement 


complex puzzies in search of his 


Here's a scene from the introduction which fells you te 


princess imprisoned in the tower 
Prince of Persia pioneered the tech- 
nique of ‘human’ animation which has 
since been used in games like 


save having to read the manual. 
of stunts, for which you'll have to 
climb, leap, avoid loose floor slabs, 
hang from ledges, tip-toe past touch 
sensitive hidden spikes, crawl under 


Flashback, and this is still the best 
use of the technique, given that 
the levels are about as plat- 
form-based as you could 
possibly get 

As such, each screen 
is a mini puzzle with the 
challenge being to get 
from one side to the 
other. Such puzzles 
essentially take the form 


gates and even fight your 
own reflection. 
Dealing with new 
dangers, and dis- 
covering some 
really gruesome 
ways to die is 
focal to Prince of 
Persia's appeal. 
The gnashing metal 
jaws for example 
will split your body in 
half with puddles of 
blood. You also fight with the 
Sultan’s guards and skeletons, who 
gradually gain intelligence and will 
chase you. 


AA 


Se is — locked. 
for loose floor slab to 
itp. 


rince of Persia was one of the 


The challenge is to make it 
through the 20 levels which take 
you to this palace. The clock is 
ticking and the princess awaits. 


VERDICT 


This plays just like any other incarnation of the game, and fortunately 
Prince of Persia ha: has always been a top game. W While the rather slow 
paced progression won't appeal to everyone, it 
will captivate some since it’s a totally 
engrossing experience that is both highly real- 
istic and tense. The amount of gore is quite 
shocking in places and the gameplay develops 
with a superb difficulty curve. The only 

is that you might not realise until the last few 
levels that you're not going to make it in time, 
which means starting kon the very beginning. 


The sword fighting scenes are 
well done, and baddies gradu- 
ally get more intelligent. 
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Spacal powers. Some will 
— Learn by colour. 
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resolution mode, but Super Pinba 
and to great effect. But how does it play? 


Tickled pink 
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Frantic ac: racing or another 
bad PC version? Time to 
regressi ck to your childhood... 


fter six months in the pits, 
A Micro Machines has finally 

made it off the mark and on to 
PC. If you've never played the game 
before, it’s based on those dinky 
little cars, trucks, tanks etc that you 
raced round your living room floor 


TOM ACTIES CIRIE 


Micro Machines features a wide 
variety of vehicles. Here I’m 
slamming around a sink in a 
dinky little powerboat. 


PREVIEW 


ESS 


42, 29, 38, HUT, HUT, HUT. Once again 
America’s favourite sport has muscled 
its way over the Atlantic. First Down! 


he poor old Butfalo Bill. Ifyou w 

watched the Superbowl you 

will have witnessed a tragedy. € 
Thurman Thomas wanted the ground 11 ‘ A 
to open up and swallow him into a 7 ~ y 
hole so big not even six JCB diggers 
could dig him out. Why? Well 
because this was not only the 
fourth time 


ELTA EAM SITIS 


Thu matte faut: 


CHENN SJ 
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The breakfast table is fraught 
with danger. Nip past the 
oranges, leap over the 


Cheerios and nimbly dodge 
the marmalade dollops. 


losing malarkey. 


Nudge, nudge. 
In one player mode you can race 
against a single opponent or battle it 
out against three others in the race 
challenge. The multi-opponent race 
is straightforward - simply charge 
around the track, dodge the obsta- 
cles (pool balls, dollops 
of marmalade, glue), 
nudge the other cars 


when you were 
wee. In either one 
or two-player 
mode you must 
race round a num- 
ber of different 
tracks, ranging 
from a pool table 
to a kiddies’ 
sandpit. Er, and 
that’s it. Winning is 
the most important 
thing, none of this politically correct 


Choose your opponents from a 
frightening array of drivers. The 


and the lethal brutality of Dwayne. 
Scary huh? 


OH WHAT A LOVELY VIEW 


Like most American football games on the shelves these days, Unnecessary 
Roughness (which takes its name from a personal foul) boasts a wealth, in 
fact an absolute plethora of game views. Pressing the keys 1-9 you can 
view your NFL team from a variety of viewpoints ranging from the normal 
‘behind the team view’ to a quarterback view and a distant ‘blimp view’. 
These are all very pretty in SVGA (especially the far-off views) but do tend 
to get a bit blocky when viewed close up. Of course you can also rotate 
the pitch 360 degrees, zoom in, zoom out and tilt the view up and down. 


had reached the Superbowl but And he’s wide open. Surely no- 
also the fourth time they had lost it. one can stop him now, just a 
And this time it was i rd.dash to the end 


Teli ui sok 
the game 


DIEN 


it’s better with 2 


In two player mode the game comes 
into its own. Instead of opting for 
split-screen action, the action is full 
screen. Each player has four points 
which he/she must increase by driving 


Out now. Contact 
Codemasters (0926 
814132) for information. 


VERDICT 


| loved Micro Machines on Amiga and well, it’s a shame the PC version 
can’t match it. I’ve been looking forward to this for some time but the 
scrolling is jerky, the sound is sub-standard and 


the whole shebang is so slow it’s like the cars 

ore driving through treacle - which would be 

excusable on the Kitchen table track, but this ae 

is the case throughout. If you're a Micro 

Machines fan you're going to be disappoint- — 

ed. Another bugbear is that the PC isn’t a * 
p 


nu 
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good two-player machine. Get a joystick split- 
ter cable and it improves, but not by much. 


VALUE 
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off the screen or by knocking the 
other car off the track. If red gains a 
point, blue loses one and vice versa 
The game is won when one 
player gains all eight points or 
if after the three laps you have 
more points than your oppo- 
nent. If the points are equal, 
the game goes into sudden 
death and whoever claims the 
next point wins the game. @ 


SWAP MY PC FOR 2 
GAME GEARS, NOT ME 


Well actually | would because Micro 
Machines on the Sega handheld is 
better than this version. This is the 
fourth sub-standard conversion | 


OK NWSUANDO = 


Soccer was a 


more bugs than a Royal telephone 
call and Streetfighter Il was a big 
pile of poo. Sadly Micro Machines 
isn’t stunning either. 


In the garage you've got 
to power around avoiding 
nails, screws, oil and glue. 


Just when you thought you 
were getting good, God 

throws deep snow andiicy 
winds at you, Try having a 
running game now... | 


Out now. Contact 
Accolade (081-877 
0880) for information. 


I’ve got mixed views about Unnecessary Roughness. On the one 
hand it gets a big thumbs up for having SVGA and all the correct 
er names, but on the other | find it is just 
too damned easy. Like Mike Ditka’s Ultimate 
Football before it, this game has one long 
offensive play that can regularly notch up 
40-50 yard gains. It works every single time 
and against any team. In contrast Im still 
playing Coaches Club Football and on the 
hard level I still haven't managed to beat it. 
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Accolade’s Unnecessary Roughness 
follows MicroProse’s Coaches Club 


Football. In full SVGA 
glory, you can pick 
your favourite team, 
design your own plays, 
end rush, pass, tackle 
“| and go ‘hnrumph’ as 
your players are hitoy 


The major difference in this foot- 
ball sim, though, is in the graphics 
and the digitised speech, with the 
voice of commentator A! Michaels 
talking you through the action after 
every play. 


bigger ond touches Ouch!-How about 
opponents. © 
some aspirin? 
E Like Coaches Club and FPS Pro 
If you're feeling Football, Unnecessary Roughness 
really ambitious also has comprehensive play and 
| try ing from league-design options and Accolade 
' the Quarterback has crammed in everything the grid- 
. nnn ingle, a brilliant iron fan could ask for, but at the end 
viewpoint but tac- of the match it’s just another US 
tically stupid. football game. © 
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Send way for Ane SULCEN 
SUPREMOSUNtrOaUCTION Rack: 
Word over 
23,00 


PLAY BY MAIL 


It's the fantastic way to play football by post. 

All you need is a rule book, pen and a stamp. 

With our beginners guide you'll soon be making all the 
į decisions that give you control over your club. 

Promotion, fame, fortune or relegation - it will all be in 

your hands! 


HOW DO I START? 


With your FREE introduction pack you'll immediately be 
given a game position and first weeks results. Using the 
turnsheets provided you select your team and tactics for 
each weekly game. Then, send in the turnsheet to us 
before the deadline when your instructions are processed 
by computer. We mail-out your club's results straight 
away, alongside a new turnsheet for your next fixture. 


WHY SOCCER SUPREMO$? 


Besides being the biggest and best play by mail game in 
the world, by sending in this coupon - 


YOU WILL RECEIVE: 


A full colour comprehensive rulebook, including a 
beginners guide to postal football management, worth 
£2.00 

An immediate game position, worth £2.00. 

Your club's week results, worth £1.65. 

A free 24hr phone hotline and fax line to contact the 
team of professionals that referee and run your 
matches! 

Reasonable weekly results prices at only £1.35 or 
£1.65. 

Regular newsletters and news sheets. 

Over 10 graphically laser printed pages of results 
every week. 

An extremely realistic and detailed game system, that 
contains everything you'll ever want from a game, 
plus much, much more! 


5 GAMESMASTER LINE$ 


A unique service for personal callers for advice, 


— ee ee n are Gee 
GAD GAMES, 20A BELLE VUE, BUDE, CORNWALL EX23 8JL — one 
Calls are welcome even 


Please send me a free SOCCER SURREMOS intro pack worth over 
1 
į £5.00. | understand | am under no obligation to play. © A a schoo hers 
Open all week Mon-Fri 


8am-6pm, Sat 9am -12 
noon. 


SEND COUPON NOW TO: 
Games GAD GAMES 20A Belle Vue, 
Bude, Cornwall EX23 8JL 
Your guarantee of value allo up to 7 days delivery 


‘Sega (071-373 3000) for information. 


for special moves. It’s easier in one- 
player mode since you don’t have to 
spend half-an-hour coordinating your 
moves with a friend. 3 


TI 


This isn’t your run-of-the-mill platform 
game though. There's stacks of vari- 


mapala rk pr lar Led tg 
„ 
mouths and knock you off. 


The powdered toastman will p 
rescue you if you fall off tibs 
screen, though it'll cost you. 2 
ety here. Just when you think you've 3 
conquered a level up pops a sur- ki 
prise. For instance, on the zoo level g 


there’s a ſſoat· em- p section 
where Ren & Stimpy are inflated with 
an air pump and get around by 
blowing air out from their... well | 
think you can guess which orifice 


Ra en & Stimpy are the latest pre- 
¥ tenders to the weird cartoon 


MBX throne. Although fairly unknown Ren & Stimpy is packed with variety. Just whemyou werd getting we're talking about. And on the out- 
H side level it’s bike time, only it can fly 


y 
1 

' 

4 

i 

— Ren powers the bike with bellows 
5 

-4 

: 


in Britain, they're huge in the States, bored with sfagdard platform action this fast scrolling chase 
hence they ve tumed up in their own sequence appears: 

game. Unfortunately the game's plot E 

isn’t as weird and wacky as the pro- cat) has invented a nidthine which 

3 gramme's: tums garbage into grid. gut greed 
Stimpy rears its ugly headħand Stimpy forces 
(the the machine to convert too much rub- 
Dish, and it explodes and Scatter all 
over the:téwn, so Ren (the chihuahua) 
and Stimpy must track down the 
pieces, put them Gack together and 
live happily, ever after. Or something 


while Stimpy steers. Yes it is as unsafe 
as it sounds. 


Watch out, those 
coals are as hot 
as they look! 


Altholgh you can play the gamemwith 
a friend, even in one player mode 
you contro both characters, with The&speed on this downhill 
one leading while the ther is used section is excellent and on 
par with anything seen in the 
Sonic games. 


— —— — 
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Playing basketball 
without a referee 
may sound like a 
heap of fun, but — 
does Barkley offer 
sufficient scope for 


bad behaviour? 


The backgrounds are quite 
pleasing but the action on court 
is a bit dull by comparison. 


of ‘dunks’ 


here are a varie 

‘Possible. Like NBA JAM, you 
have q oer bar to activate 
variations. 


has already set the standard 

for other basketball games to 
follow. So when something like 
Barkley comes along so soon after- 
wards to challenge it you wonder if 
it’s a rushed job 


A cclaim’s NBA JAM (last issue) 


Shut up and tell us 
about the game 


For a start, the game is slower on the 
move, and the animation appears to 
have the odd frame missing when it 
comes to slamming home the ball. 
There are 16 players to choose 
from, each of which has their own 
strenghts and abilities and methods 


m= byACCOLADE pe £39.99 
Out now. Contact Accolade (081-877 0880) for information. 


ate your power by shooting a three 
point basket. 


Four’s more fun 
The game does provide full support 
for four player adaptors and this 
obviously makes it more challeng- 
ing. However, the main thing in 
Barkley’s favour is that there are no 
$ ans $ refs, so anything goes on the pitch, 
ries — subsequently you can punch and 
x kick your opponents to the ground 
and steal their ball. It certainly 
makes a change from normal hands 
off basketball. @ 


Left: Make it to the end and you 
get to play in front of a crowd. 


These fancy moves 
look nice, but they = 
often seem to have a 4 14 — 
few animation frames F 
missing. Some are 
also tricky to perform 
and it's difficult to 
judge their working Sm — 
distances. 2 


There are no rules on court so 
you can punch opponents to the 
ground. The computer oppo- 
nents do it all the time which is 
annoying. 


of slamming home the ball, but you 
can t edit them to your liking. 

Like NBA JAM there is a power 
meter which you activate to enable 
you to run faster, jump higher or initi- 
ate super dunks. Obviously this wears 
out after a while, but you can regener- 


If you have a four-player adap- 
tor then the game is much more 
fun and playable. 


4 
auuu 


If Barkley arrived before Acclaim’s NBA JAM there would be a reason 
to buy it. However, it hasn't and NBA is the better game. In Barkley the 
animation is slower and you occasionally have 


to wait for the screen to scroll and show you 
4 
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where the ball has landed. This is clumsy, but 
basically the promise of a more fun game 
thanks to the lack of real sport rules hasn't 
been lived up to. Yes, it’s got fancy moves like 
NBA, but it’s difficult to get a chance to use 
these since your opponents are always knock- 
ing you to the ground. 


A FULL MONTH DOESN'T 
NEED TO PASS BEFORE 
YOU CAN GET YOUR 
HANDS on A BRILLIANT 
SEGA MAGAZINE! 


MAGAZINE 


FOR MEAN MACHINES READERS WHO CAN'T STAND THE AGONISING WAIT OF A MONTH FOR 
THEIR NEXT EDITION, HERE’S THE PERFECT SOLUTION! 

FROM DECEMBER 10th WE'LL BE PRODUCING BRITAIN’S ONLY OFFICIAL SEGA MAGAZINE. 
AVAILABLE EVERY MONTH TWO WEEKS AFTER MEAN MACHINES, THE SEGA MAGAZINE WILL 
FEATURE THE LATEST in NEWS, PREVIEWS, REVIEWS AND INSIDE INFO DIRECT FROM SEGA In 

EUROPE, JAPAN AND AMERICA! 


THE SEGA MAGAZINE. £2.25 MONTHLY - 
FROM THE MAKERS OF MEAN MACHINES SEGA. 


Crazy cavemen 
come fo life on 
your Super 
Nintendo! 


emmings was one of the most 

popular puzzle games ever, 

combining tricky problems with 
fast gameplay. Many companies have 
attempted to copy its formula, one 
of them being Mirage, the firm cur- 
rently producing the graphically stun- 
ning beat-'em-up Rise of The Robots. 
The rights for Mirage’s first release, 
Humans on the Amiga, have been 


Bubba and Stix 
get on the 
conversion bus 
and take an 
enjoyable trip to 
Mega Drive land 


Á A f 


EK 


A 
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o Me 
GAMET 


When you complete a 
level, you get a little ani- 
mated sequence, such as 
this one, where the 
human has stood on the 
spear) smacking it into 
his mouth ond knocking 


= eth 


ou d imagine life as a delivery 

man would be a fairty ordinary 

existence and offer little sur- 
prises right? Me too, and on most 
occasions we'd probably be right 
But for simple delivery man Bubba, 
things were about to take a tum out 
of the ordinary. 


oe On one of those days when it would 
SX ies ere = 3 probably have been better for 
2 á a 1 2 =" Bubba to stay in bed, a spaceship 


on the look out for alien species 


e Hur 0 fare — ing to 
. 


snapped up by Gametek, who bring 
us the game on SNES. 


Doug Melure 
It's a simple affair, in theory. You con- 
trol a tribe of cavemen who are on 
the road to homosapienism. It’s your 
task to teach them how to make fire, 
how to throw spears, that sort of 
stuff. You do this by leading them 
through the platform-based levels 
(there’s a surprise, eh?) to the various 
new inventions which can be used to 
complete tasks on later stages. 


Climb on to your mates’ shoul- 
ders to reach higher parts of 
the stage and various objects. 


passed above Bubba as he was 
delivering some animals to the zoo. 
Bubba and the lorry were promptly 
beamed into the spacecraft. 
Something went wrong however, 
and not long after Bubba had been 
kidnapped he was ejected from the 
craft along with all the other aliens 
and fell to the planet below. Before 
he could recover Bubba was hit on 


Raquel Welch 


For example, finding the spear 
allows you not only to throw it 
about but also use it as a pole vault. 
It’s not just a matter of waltzing 
along the platform, picking up the 
invention and nipping off to the next 
level, though. For some reason, 
these lads can't climb up on to 
ledges, so you have to climb on to 
the shoulders of your mates and use 
them as a ladder. As you only get a 
limited supply of cavemen per level, 
you have to plan your route exactly, 
otherwise you run out of men and 
have to start all over again. 


VERDICT 


They’re not the sort of crea- 
tures to mess with, tyra- 
nosaurus rexes, as an unfortu- 
nate human finds to his cost. 


When Humans was on Amiga, we thought it was a jolly enough 
game, but it didn’t really offer anything that Lemmings had not 
already delivered. While fun in the short 


term, Humans soon becomes repetitive 
walk along the platform, climb on a cave- 
man’s back and grab the invention, and 
that’s about it. If you're a puzzler fan then 
you might go for this game, but you'd be 
better off checking out Lemmings and seein 

whether you can handle the fiddly bankok. 
on this format, because it is the better game. 


the head by Stix, a stick-like crea- 
ture that fell with him. Anyway, 
enough of that. 


The game is a horizontally scrolling 
puzzle adventure which is based 
around Bubba’s attempts to retum 
to Earth with only Stix to help him. 
Apart from being used as a weapon 
Bubba’s planky pal can also be used 
as a lever, a snooker cue, a 
tightrope balance, a javelin, a base- 
ball bat and a platform to walk 
across. Although his main aim is to 


VERDICT 


120 


get back home Bubba also hes to 
avoid being recaptured by Waldo, a 
rather fat alien. 


Out now. Contact Game- 


tek (0753 553445) for 
information. 
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SCHNWOLTONDOs 


Out now. Contact Core 
Design (0332 297797) 
for information. 


STRATEGY SKILL ACTION REFLEXES 
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suite this peo- 
ere 
A seizing up and 
tuming blue as snow 

_ tumbles down. To say 
it’s cold would be like 
_ saying the Pope's reli- 
gious. Add to this the 

fact that the Winter 

_ Olympics have started in 
_ Norway and it seems like 
| the ideal time to check out US Gold's 
| official tie-in. Winter Olympics offers 
| you (and up to three friends in the 
| Amiga version) the chance to com- 
| pete against each other as well as, or 
with up to 15 computer opponents 
no 


Cor, bit chilly! 


 Biathlon’s first, a combined sport of 
| cross-country skiing and rifle shoot- 
ing, it takes the form of a link event 
. between the other games. The 
| downhill event is based on one of 
the world’s toughest downhill cours- 
es with the winner being whoever 
| completes the course in the fastest 
time after one run. You can continue 
to complete the course, but no 
result will be given. Super-g is anoth- 
er alpine event and set on a shorter 
| track than the downhill. Again the 
| winner's decided after one run. On 
the giant slalom the winner is decid- 
ed after two runs with the lowest 
overall time winning. Slalom’s much 
the same, other than the victor is the 


It’s time for a thermal 
joystick as US Gold 


collection of favourite 
winter sports in one 
wholesome Olympic 


ather together a 


collection... 


competitor who has the fastest 
aggregate time after two runs. Last 
of the ski-based events is ski jump- 
ing. Two jumps are required, with 
points being awarded for style, 
technique and distance achieved. 


Ooh, isn’t it cold! 
Bobsleigh next. Expect to push your 
competitors to 4G as you hurtle 
down the course's 1,365 metres. 
Coming in to the home straight and 
we greet the luge . This is where one 
or two people hurtle around the 
track bobsleigh-style in a light 
toboggan (unless you've got a Game 
Boy cos it's not in that version), the 
winner being the person who has 
the best aggregate time over two 
runs. Lastly (for Amiga owners any- 
way) there’s short-track speed skat- 
ing, where you hurtle around an icy 
track with a group of similarly clad 
skaters. The Game Boy’s last event is 
the strangely titled freestyle moguls 
where you bounce off snow mounds 
in an artistic way for points. @ 


You want slow, 
tedious and very 
boring gameplay? 
Then try the 
downhill event on 
the Amiga. 


Here | am going for gold and remarkably 
there’s no sign of Henry Kelly. 


4 


Here we are at the start of 

the Games. Will I get a Gold 
Medal or get busted for tak- 
ing those dodgy pills? 


YE OLDE OLYMPIC GAMES 


The earliest recorded date given for the first 
Olympics is 776BC, although historians, large 
brains that they are, believe the games started 
long before then. Staged during midsummer at 
Olympia, the festival became a regularly sched- 
uled event in pre-Christian Greece. They were 
held in honour of Zeus, the most important God 
in ancient Greek mythology and all wars would 
cease during the contests. Like an England foot- 

ball match it must have been rather unexciting, 

as records suggest the first games consisted of 

just one event, a 183m foot race. 


The speed and sound FX on offer in the Amiga bobsleigh event 
combine to make an enjoyable and highly realistic section. 


Keep those skis (bottom right) Once in the air it’s a case of 
straight and you'll gain both keeping the skis straight other- 
speed and distance. wise you'll come a cropper. 


T ys 
kA 


Like the Amiga version the bob- With strong graphics and gameplay the biathlon is the best event 
sleigh event is certainly strong on offer in the Amiga version. 
on gameplay. Feel that speed! 


STRATEGY SKILL ACTION REFLEXES 
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The skiing events are just as 
— on the Game Boy. 


` 
7 7 


SEA it 
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Note the trail left behind. You 


ean game. a — — Speed skating is the most diffi- STRATEGY SKILL ACTION REFLEXES 
( cult event to master, but it’s 
worth persevering with as it’s 10 — 


fast and great fun, especially 
with a friend. 


Here’s the Amiga’s closing cer- 
emony. There’s an opening one 
too, as there is on the Game 
Boy, but to be honest it’s rub- 
bish on the handheld version. 


z PAT 00 Wl 


dut now. Contact Electronic Arts (0753 549442) for a 


Players have strength bars which start 
off yellow and turn red depending on 
how much damaged they've suffered. 


Each stadium has its own built-in disas- 
ter, like this shark lurking under the ice 


ready to pounce. 


Some of the players 
simply fall to pieces if 
they’re hit too much. 


ant League 
Hockey 


ormal hockey’s violent enough, 

that’s for sure. Compared to 

Mutant League Hockey though, 
it’s like a Sunday tippy toe through 
the park when the summer flowers 
are in bloom. Want to know the 
rules? To be honest there aren’t 
many, as bribing the ref, killing other 
players and melting the ice is thought 
of as quite acceptable gameplay. 


So how do you win? Well by scoring 
points, and also by killing so many of 
the opposition that they'll not be 
able to field a full team! That’s an 
awful lot of slaughtering to do if 
you're to be champion. There are 
two divisions you see, each of which 
contains 10 teams of varying ability 
(check out their skull ratings). If you 
add to this two all-star conference 
sides and the all-league Galaxy stars 
and you've got, well a lot of hockey 
teams basically. 


The game plays much like NHL 
Hockey (in other words just like real 


hockey) and features playoffs, penal- 
ties and, of course, regular matches. 
There’s an option to use EA's 4-Way 
Play adaptor, but most interestingly 
the violence level can be set from 
‘rough’ to ‘total annihilation’. Add to 
this a variety of stadiums to play in, 
each of which has their own trips and 
pitfalls, and you've got a whole heap 
of fun. 


VERDICT 4 


Although Mutant is heavily based on the NHL Hockey 
does have new features. Most importantly the 


This skeletal figure drops the 
puck down to you. While wait- 
ing for the puck to fall hit the 
opponents to weaken them. 


engine, it 
e has been 


e EA Hockey, ond 5a 


too, with some crunchy FX. The main 
though, is it's difficult to keep track of which 
is under Soma making it tricky to 


score. Even so it’s worth 


buying since it’s such 


fun, but play with a friend ‘cos the computers 


very defensive and boring. 


a “SA “SA. 
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Fa a EEEE. falls through the 
ice you can see their shadow 
drifting along - very Omen ll- 
Gin Sipe but ou 
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@ Carries the ‘independant’ Nintendo Gold Seal 
of Approval - your gaurantee of quality 


@ Micro-switched buttons for silky smooth action. Avoids the 
‘sticking button’ problem of lesser joypads 


@ Six independant auto-fire settings 
— @ Dual auto-fire mode (semi-auto and hands-free) 
Quality 


@ Slow motion control for beating the most challenging games 


Available from Dixons, Future Zone, Game and all good retailers 


For further information contact Imagineer (UK) Ltd, Unit 16, Progress Business Centre, Whittle Parkway, Slough SL1 600 Imagineer 


his is an isometric 3D arcade 

adventure cum RPG, so have a 

quick guess about what angle 
the plot is going to take? An envi- 
ronmental stance perhaps, or maybe 
something about the current unem- 


destiny. Time passed. Years later 
Gildom had grown old but had 
taught his son Ebryn to fight and 
given him the mighty blade. Quite 
handy really, because since Gildom 
had grown old there had been 


Here’s where 


you start the 
adventure. 


Spooky huh? 


There’s some highly realistic sounds è 
like bird noises to be found on this level. 


> 1 = 


To be honest the fight sequences are a little disappointing and it 


can prove difficult to line yourself up with an opponent. 
50 


nobody to keep a check on evil and 
as such it had taken a grip on the 
land. As heir to Gildom’s throne it 


ployment situation. No of course not 
it’s all silly names and evil demons 
once again. 


As tempting as it is to chop up 
the bunnies, it’s not advised as 
the sword will drain power 
from you for being evil. 


n Darkmere you're Ebryn, son of 
Gildom the Elven king. For many 
years the villagers have been 
plagued by a fate worse than an 
Elvis CD stuck on continuous play — 
they have been terrorised by a drag- 
on called Enywas. Despite Gildom’s 
pleas, the Elven council refused to 
help the people of Darkmere. 
Eventually Gildom couldn't stand it 
any longer and after a quick chat 
with his mentor (the unusually stu- 
pidly named Malthar the Mage) got 
hold of a mighty blade from him. 


Anyway, to cut a 
long story short 
Gildom wasted the 
dragon but was ban- 
ished from his own race 
for interfering with human 


d be lying if | said | liked arcade adventures but Darkmere goes 
long way towards changing my mind. Graphically this is a treat 
reminds me of Heimdall, Core’s classic arcade 
adventure. The detail in the backgrounds 
creates an intense atmosphere, as does the 
superb music, the sound FX are a little dis- 
appointing though. There’s a lot to do in this 
game and although it’s unlikely to convert 
anyone to the arcade adventure genre, as 
the reviewing cliche goes ‘if you're a fan of 
the genre then your ve this’. 


ha A @ SU PAUL RAND 


Like Heimdall, and 
you can't really 
ask for more than 
that can you? 


soundtracks, but 
the sound FX lack 
realism. 


"S + + When you’re near an orc your blade irs" as a warning. 


looks like it’s up to you to 
uncover the curse of Darkmere... 


s Easy to get into, 
e y a great control and 
75 Larry the lamb Se = =n = plenty to explore. 
; A What this involves is Ebryn wan- 8 = ar 3 y 

N Drk — — dering through an isometric j 

world interacting with people 

and objects he meets. The 

interface, which can make or S ; 

break these games, is smoothly N It's not cheap but 
handled and movement is achieved Although there are only three there are 600 
by pointing to the area you wish to levels, each of them contain 


ap’ make your wa’ 
move to on-screen and clicking. over 150 screens so you should y Y 


7 trough. 
Combat takes place by standingnear be kept busy for a while. — 


J 3 a baddie, pressing fire and moving z 
the joystick — different joystick com- 2 5 
bine tions give different attacks. Lenny the lion 
= Examining objects and interacting 
with people is simplicity itself. You 
simply click over the desired item 
and a range of options are present- 
ed to you; examine, eat, that sort of 
thing. One slightly irritating point is 
that all the things available to inter- 
act with on-screen appear at the 
same time. While this is fine the first 
couple of goes, it can be irritating 
when you know what you're looking 
for and have to scroll through a large 
list. Still it's only a minor gripe as 
you'll see from the verdict 
Sectio 
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THE HI-FI 


ool the Ninja of the Nth dimension, is 

Gremlin’s flagship character, and his 

blend of hi-speed platform and 
bash-’em-up action has won the Zool 
game critical acclaim from us media types, 
and you readers have no doubt thought 
the same because you've taken it to 


numero uno in the charts. 


e 2 
Yes combine two pleasures in one - play Zool on your So why is CVG discussing the merits of 
this product? Well, Gremlin would like to 


Mega Drive whilst listening to your new trendy stereo. , thankyou to CVG readers for their sup- 
Both of which you can win right here... pork Bno DERE Pors aone MEDR 


enough, they are giving away a foot 
stomping stereo system. And fortunately 
it’s not the one that Zool is holding aloft 
but is in fact a Panasonic compact hi-fi sys- 
tem which is pictured at the bottom of the 
page. It boosts all the top features like 
MASH technology on the CD deck, twin 
tape decks, and full remote control with 
motorised volume 

But does it end there? Well no, as the 
first prize winner will also get a copy of 
the game and some Chupa Chup lollies. 
Five more runners up can also expect a 
copy of Zool on the Mega Drive, a T-shirt 
and yep, more Chupa Chups. 

Answer these three questions and pop 
your answers on a postcard please (not 
the insides of cornflake packets) and send 
to us at: 


Zool backwards spells Looz, and I 
don’t want to! CVG, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU 


a) 407589219558 
b) Nth 
e) The one sung by the Prodigy. 


a) Something foreign and not from 
in. 

b) The one held by the traffic lady. 

c) Chupa Chups 


a) Planet Hollywood’s kitchen 
b) Music world 
c€) Deniz’s technology emporium. 


Make sure your entry reaches us by 
April the 15 this year, and good luck. If 
it doesn’t we'll eat your banana 
flavoured Chupa Chups. Oh and 
anyone (and their friends and 
family) from the companies 
involved can enter this compo, 
but they can’t win anything, so 
there. 


They are so kind those people at 
Gremlin, not only will they send you a 
copy of Zool if you win, but they'll send 
it to you in a nice little box like this. 


~ SNES 
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his game doesn’t deserve to be 

termed a simulator — not by a 

long shot. Sure, it appears to 
behave like one, complete with mis- 
sion briefings, various head-up dis- 
plays and in-flight twiddly bits. 
However, you soon guess that this is 
going to be a simple shoot-’em-up 
the moment you launch off your car- 
rier, having done little more than 
crank up your speed: since when has 
a true flight sim made it easy for you 
to take off? 


The other limiting factor is that you're 
stuck with one type of aircraft, and 
likewise the same weapons for each 
mission. And they're very limited of 
course, which can leave you flying 
round like a prat when you've just 
wasted 10 missiles trying to lock-on 
to one enemy plane. 


Console (0782 712759) for information. 


£59.00 


— 


| OUT ON IMPORT 


Of course it makes sense to use your 
radar, that's what it’s there for, and 
you'll use it a lot to line yourself up 
for attack before the enemy is actual- 
ly visible. Strangely enough, the 
enemy has a habit of following your 
right-hand side, so panning to the 
left will bring them round in sight. 
Mess around too much, and 
you'll have to go for a refuel 
by landing on your carrier. 

With new levels, the 
enemy becomes more intel- 
ligent and aggressive, 
launching homing missiles 
and attacking you in groups 
from either side. Your 
options at such times are 
limited to launching flares 
(which isn’t much use) or 
going for fancy air manoeu- 
vres, like rolls and loops. A 
camera will even record 
your skills 

Mechanics aside, there is little 
more to extract from this game. 


Comparisons with Super Air Diver are inevitable here. The action is the 
same sort of simplistic dog-fight affair, with the usual weapons to select 
and either night and day missions. Unlike Air 

Diver, the action is viewed from inside the 

cockpit, which makes it far more responsive, 

realistic and easier to target opponents. The 


Mode 7 horizons create a superb illusion of 
speed and you can even look over your 
shoulder. However, it is dreadfully repetitive 
and the view gets boring quickly and it’s very 
similar to G-Loc in the arcades. 


ea. Na NA 
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Ciy Pl Sys (081-781 8251) for information. 
BEST OF FIVE — 


es 
io complete your quest you 

finish the challenges in five diff 

and variously difficult temples. 

tan start on anyone that you 

ut you must visit all of them to 


Z 


The challenge is structured in a 
way which requires you to travel 
through five space temples gathering 
five items of symbolic relevance 
which are then grouped together to 
complete your mission. 


dodge em- up 
You can start on any of the temples 
so theres no linear route to follow. 
First thing you do is fly through a 3D 
maze course which is a dodge-em 
affair. This is easily the best part of 


a A fr 
Kether shows that — — 
the CO- i doesn’t a — 
need an FMV a 
i ames is lei 
board to offer ü- —.—. 
decent game. But —— 
how well does it the action. 
Instead it 


always seems | 
more like a 
cardboard 
cut-out. 


handle action 
— without one? 


ether is a strange game, as you 
would expect from a French 


company. It merges fancy fly- RIGHT: Is it us or 

ing sequences mich look likesome- does this pass 
thing out of Sega's Silpheed, with more than a 

` puzzle tests and maze levels slight resem- 
blance to 

ö Star Wars? 
e BELOW; One of 
the many 


impressive 
scenes from the 


I wish you could hear the voice 
that accompanies this section. It 


really is tragic stuff. 


2 — 

= Despite the impressive back- 

| ground scenery the bullets’ graph- 
ical effects are disappointing. 


VERDICT 


The dialogue in Kether is hilarious, unfortunately | don’t think that was 

the intention — it sounds like something out of a school play. The dodg- 

ing flight sections are stomach churning, but it is 

still good fun in a Silpheed kind of way. 

Unfortunately, the other elements like puzzles 

and mazes spoil the game and aren’t chal- 

lenging enough. However, | do like the way 

you can start on different stages since this 

gives the game some depth. All in all though, 

it’s another typical CD game with decent 

audiovisuals but fairly shallow gameplay. 
Kether plays like a cross between Microcosm and Silpheed. This 
tunnel sequence is very similar to Microcosm. RIK SKEWS 


One of the baddies. Blast him 
quick or you'll die! 

If you make it through you then 
have to crack a simple puzzle. It’s 
not always clear what to do, and the 
clock is against you, but you can ask 
the computer for help if you need it 


Seek and you shalt. 
e 

find = maybe 
Finally, you enter the labyrinth of 
thatitemple. It's here where you 
have to seek ouf'five stone symbols, 
find the exit andreceive a message 
about Kether whichis important to 
your quest. If you pass all of the 
tests you can exit the temple and 


return to the galactic map, where 
you head for another temple to 


continue the quest. 2 


pite the fas a 
etl er runs witho 
e FMV boardithere 


— 


re some quality 
graphical routs 


over acted Doctor Who-type voice of the 
computer commentator which never seems : 
to shut-up. The puzzles you face are too easy the game, but its damn hard to 
to be challenging and the maze sections z steer through because the control 
really let the game down. Why these don’t pad isn't very responsive. Try and 
scroll is beyond me, and the creatures in collect green pods while you're fly- 
them are rubbish. Even so, at least it doesn’t ing as these replenish your energy, 
need an FMV board to run. though you lose it quickly when 
Ay, objects bash into you. The clever bit 
is that you can fly anywhere and hit 


DENIZ AHMET anything, which isn’t usually the case 


in games like this 


sb 
Although Kether succeeds more 4 m a o — 

than, most CD products, game- 7 W E ee 

play wise it's still too linear. 6 3 

What a strange game. There’s lots of smart graphics as you'd expect, A a — 5 — ele 
and the flying sequences are quite fun, however, these are the same — 5 this 4-8 a a 
each time. But what makes you laugh is the ivel — 2 — a a 
1 —| dd ee |— 

0 —1 —| ee fd — 
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-ROM may be being hailed 

as the interactive saviour, 

but Space Ace is no more 
interactive on CD-i than any other 
format it’s appeared on. The prob- 
lem you see, is inherent in its design. 
As a coin-op game it was designed 
to tum heads and lure you into hav- 
ing a go for curiosity’s sake. 


i \ 


a 


Certainly, it pulled the crowds, but 
gameplay wise it was no winner. 
What you get is a story, a car- 
toon which unravels in scenes where 
you have to make well-timed pre- 
dictions or it’s curtains. The problem 
is that you never really know when 
you should be playing or watching 
Given this, the gameplay becomes 
highly experimental and each puzzle 
is a matter of trying each of the five 
possible reactions on your part. 


The firebutton can be used to for 
shooting and to metamorphosise 
the wee Dexter into defender of the 
world - Ace: a muscular handsome 
sod who can wrestle with creatures 
and perform heroic acrobatic feats, 
plus he’s a darn good shot to boot. 
Just be prepared to revert to your 


ght sequences are 
always tricky. Be 
impressed if you get 
it right first time. 


child form at some very awkward 
moments. Should you miss the 
chance to energise, gameplay con- 

tinues but you have to follow a more 
challenging route. í Ai 


In Space Ace there’s no choice of — | 
difficulty levels and your three lives — 
run out drastically, plus it's frustrating 

with when you die at the end of a 
scene and have to restart. There's x 

also a slight delay in registering 

your moves from pad to software 

which doesn’t aid the interactive 
feel of the game, especially 
during those hectic fly- 

ing scenes. 


appeared in 1984. The lase 

wowed the punters Win 

graphics, but annoyed them 
whatsoever. 


the visuals perfectly, * no 


made to improve on 
gameplay. Good to show 
capabilities, but ultimately a 


A 


For what it set out to achieve, 
which is an accurate conversion of 
n the coin-op, Space Ace has come 
For the on-looker, 58 ‘sound and graphics out admirably. The introduction is 
ore outstanding BS: faster than any other fully engrossing and it’s certainly a 


D- based game. T lot more feasible than buying a laser 
pe to improve the ga 7 disc player to get to play the game 
— . Tey ms Il 
op it originates from, : in full. 


that 


Awesome use of 
digital video and 
brilliant definition. 
Loads to see. 


Excelent 
synchronisation 
and crisp stereo 
sounds. Funny 
too. 


Child's play 
Shallower than a 
paddling pool. 


There's no game 
here, but it’s a 
good conversion 
hence, some 
marks. 
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Out now. Contact US Gold 


ERMINATG 


The year is 2029 and 
mankind is being 
slaughtered by the s 
machines. Can you stop the 
brutal terminator rampage? Á ¥ 


(is 


* F 
2 2 

2 Time to kill 

is Rampage is the sequel to the old 

48 flick-scrolling shoot em- up 

$ p Terminator 2029 and the plot is as 
E tangled and tortuous as the movie. 

Set after the events of Terminator 2, 

John Connor and the rebels won the 
war against the machines by 
destroying the Skynet Orbital 
Platform. However, just as it explod- 
ed Skynet cleverly launched a modi- TONS OF 


TERMINATORS TO 


Look what those machines did! Not only do TACKLE 
they hate mankind but they hate flowers and So, you're a Terminator fan huh? 


bunny rabbits too. You want to save mankind and 
battle indestructible robots 
against overwhelming odds with 
little more than a peashooter? 
Well you got it. 

Apart from Terminator 
Rampage here and the original 
Terminator 2029, the Terminator 
nuts among you can also get your 
future-fix from Virgin's T2, a faith- 
ful coin-op conversion that has 
everything bar the cabinet-mount- 
ed Uzis. It can get a bit dull and 
repetitive after a while, but the 
two player version is a hell of a 
lot of fun 


aoe <I 


tet el 


et 


If you grab hold of the minigun 
you can cause Al havoc. On 
the later levels you need it, 
believe you me. 


VERDICT - 
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Morality? : 
Using a variety of weapons including 
your humble handgun, the M-16, the 
Uzi and a rather impressive minigun, 
you must prowl the corridors of the 
Cyberdyne Labs searching for 16 gun 
pieces that will enable you to con- 
struct a huge ultra cannon and thus 
destroy the Meta Node. 

Yes, what it all boils down to is 
three main things: walk along dark, 
moodiily lit corridors; shoot robots 
and search rooms; and finally con- 
struct the gun, destroy the Meta 
Node, torch the building and escape 
heroically through the nearest win- 
dow. Simple really 


Check out the superb 3D 
Gouraud, er, light-source shad- 
ed corridors. 


If you're familiar with Doom, Wolfenstein 
or even Ultima Underworld you'll 
have an idea of how Terminator 
Rampage moves. It’s silky smooth 
and highly atmospheric; the corridors 
are eerily empty and the Terminator 
2 theme tune plays along in the back- 
ground. If you ever get bored with 
Doom (!) or if you're just a rampant 
Terminator fan, Terminator Rampage 
is a challenging shoot-'em-up and, 
apart from Doom, it must be the most 
atmospheric 3D game around. @ 


PROS: Superb, speedy 
graphics and very 
tough to beat. 
CONS: It’s been done 
before, and better, 


Superb 3D 
routines but still 
not a patch on 


The Terminator 
theme tune 
pounds away and 
the guns go bang. 


It's involving but 
sometimes there 
aren't enough 
enemies. 


It's a very difficult 
game which won't 
disappoint 
Terminator fans 
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he future is going to be bleak. 

Take New York in 2094: society 

has collapsed and street gangs, 
computer hacking and drug abuse is 
rife - no change there then. In the 
midst of this urban nightmare wan- 
ders Ransom Stark, a one-time com- 
puter hacker with a brain disease 
brought on by too much time spent 
in virtual reality. 


With the aid of a brain implant Stark 
can live a normal life, but he is being 
stalked by Van Helsing, an undead 
vampire lord. This is where the game 
begins and where you have to guide 
Stark across the city, searching for a 
way to cure the disease. 

Although BloodNet looks like a 
graphic adventure, it is more like a 
role-playing game. At the beginning 


BloodNet is stunning. With its dark, oppressive mood, combat, puz- 
sequences, it’s one hell of a challenge. But it 


zles and 


piara ia bree an com where 
fancy a challenge 


going on. But hey, if you 


and you don't mind a bit of gratuitous 


ie and bad taste, 


loodNet. It’s simply 


~~ “A “NA. 


eee out and buy 


ie by MICROPROSE = £44.99 |f 


r SERI ERRIA 


{Out now. Contact MicroProse (0454 326532) for information. 


IT’S CYBER 


BloodNet draws 
its inspiration 
from cyberpunk. 
Pioneered by 
William Gibson in 
his novel 
Neuromancer, 
cyberpunk is a place where 
chaos, poverty and disease are 
rampant and street gangs prowl 
the street. All information and 
business is carried out elec- 
tronically in a computer gener- 
ated world known as 
‘Cyberspace’ and hackers use 
sophisticated equipment to 
break in and steal it. 


WeateGecumb to your greatest enemy ea ths. 
8 If you fail to cure 
$ > Stark, or get killed by 

` a street 

you'll end up ſoołing 
like this. You're still 
attractive - but only to 
other vampires. 


you can only visit a limited number of 
locations, but as you piece together 
the complex plot, new ones will pre- 
sent themselves. Your quest won't 4 
just take you around Manhattan g 

either; Stark can also access or ‘jack’ No, it isn’t quite like att 4 
into Cyberspace, a computerised Blade Runner, but if you've — 
world of VR. Oh and theres combat seen the movie you'll have 

here too, both in the real world and an idea of how BloodNet looks and 
the cyberspatial one, along with puz- feels. There’s a whole world to 

zles, sub-plots and red herrings. explore and somewhere in the mid- 
die is the cure for Stark's vampirism. 
But be warned, to stave off the dis- 
ease you'll have to feed on human 
blood. This ain't nice so if you've got 
any concrete morals put them back 
in the cupboard next to your copy of 
Syndicate. BloodNet is brutal. 
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O SNES Or ON MpORT L £45 


Extra items of clothing, like this head scarf, will pro 
tect you for at least one attack. 


LILLIA ios — — UC 

s ROW EID AV ALOROND 
HMOLDYWOOR 
Slap-stick humour and lashings of pink 


2 2 
in est your SNES in this spoof licence The paint gun is with you throughout the game. One squirt will dis- 


ou’d think that the Pink Panther 
would be an ideal culprit for a 


game, especially for a character 


who doesn't need to talk but 
relies on visuals gags to cause 
a chuckle. Looking at 

it like that, Pink cer- 


tainly makes his * e det or umbrella 
mark in this 14 E = ag yon ey 
level spoof of step closer to 
Hollywood 1 e completing the 
movies. Titles like œ « game. Do 
Honey | shrunk the everything logi- 


Pink, Pinkin Hood and Pink Beard, all 
provide familiar environments for our 
friend to get through. 

While offering nothing in terms of 
platform originality, Pink somehow 
manages to capture the feel of his 
character precisely. The first thing you 
notice is the rather large and brilliant- 
ly done panther himself. Even that 
expressionless, casual stroll has been 
perfectly animated. That alone 
doesn’t make the game, but Pink can 
sprint and spray his limitless supply of 
Pink paint at the few infesting crea- 
tures that are on each level, or sling a 
movie prop from a safe distance. If 
all that fails you can always jump on 
their head (yawn). 


2 2 
Pink panic 
Progression isn’t strictly linear as it’s 
from the first stage that you hunt out 


Ñ Doing so activates a bridge, 


pose of baddies fairly swiftly. 
the exits to the other levels. Not 
unexpectedly, you do encounter 
exits which are beyond your physical 
reach and for these you must find 
coins to insert in a slot machine. 


crane, magic car- 


cally, and the initial high difficulty 
curve soon retracts and the game 
becomes a joyous romp. There are secret platforms to be 


found everywhere. 


Good structure in a platform game is vital, and what's also important 

is that there’s plenty to do. Pink scores on the former but not on the 
latter. And if that doesn’t annoy you the sus- 
pect sprite detection will, or the fact that 
there's no restart points. It is easy progress 
through though because the baddies are 
always in the same place and lack any sort 
of intelligence, which is unforgivable. The 
only saving grace for Pink Goes To 
8 is that it is actually a quite funny 
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WIN A SURRC 
IV SYSTEM VF 


Imagineer is ä 


st from all over - y 
head; it’s ee ee * 
questions opposite and get your entry in! 


T_T IT I i i hh 


UND SOUI ID 
ORTH £1,000! 


WITH IMAGINEER AND CVG! 


What do you have to do 1. Who played in goal in the And when you've got those answers, 
to win this terrific prize, movie, set in WWII, ‘Escape To then complete the following tie- 
worth nearly £1,000? Victory’ Was it: breaker in not more than 12 words: 


Well, as We're all rather 
large fans of war movies, A: Bruce Grobbelaar? 
we thought we’d get you g: Sylvester Stallone? 


to answer the following C: Mel Brookes? 

war film questions, as a ee 
loose sort of tie-in to 2. Who, out of the following, did Once you've done all that, write it all 
Wolfenstein: not star in ‘Where Eagles Dare’? down on a postcard or the back of 


a sealed envelope, add your name, 
address and age and post it to: 


A: Clint Eastwood? 
B: Richard Burton? 
C: Mel Brookes? 


3. Who played Adolf Hitler in 
the film ‘To Be Or Not To Be’? 


A: Amold Schwarzenegger? 
B: Jack Palance? 
C: Mel Brookes? 


4, Which of the following 

other people called 

Mel have also starred in a 
/ war film? 


A: Mel Torme? 
B: Mel Gibson? 
C: Mel Smith? This competition is not open to employees of EMAP or 
Imagineer, or the friends and families thereof. Please ensure that 
your entry reaches us no later than 14 April 1994. otherwise we 
will have you clapped in irons and thrown in Colditz. Then again, 
we might just consider your entry invalid. Good luck! 


A 
TREVIEW NEOGEO E by SNK £159.99) 


Do we really need another beat-’em- 
up? Does it really matter if it’s 
as good as this? 


he origi- 
nal Art Of 
Fighting was 


one of the most 

popular Neo Geo 

carts ever, so SNK has really pulled 
out the stops for the sequel. And it 
shows. The initial spec is one of the 
most impressive yet for a beet - em- 
up on this system. With 12 charac- 
ters, each featuring at least three 
special moves, full camera-style 


Out now. Contact DGM on (081-965 8199) for more information. 
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plenty of fire- 
balls and 
near-dragon 
punches, but 
i T this is offset 

f with lethal 

rapid fire 
j punches and 


—— 


ie st) ey 


kicks, the likes 
of which have 


zooming when i never been 

the fighters £ Py g À seen in a com- 

get in 17 f bat game 

close and x La 4 before. Some of 

new back- 4 \ 7 the joystick 

drops, 72 Ss In truest Streetfighter style the winning character rubs it 4% combinations for 

Of in with a suitable unfunny, and often badly translated z= the special 

clocks in at we from Japanese, quote. Wye! la moves 

an incredi- wt <= : : : f a ~~~ ge haven't 

ble 130 s= cue Ryo's (the hero) sis- new bad guy in the second game, T \ w appeared in 

plus megs! - ter, Yuri, who was held the dreaded Mr Big, the world’s L combat games 
hostage by Mr Karate. In a most dangerous slap-head, and the 5 sOit takes hours 


plot-twist worthy of the Neighbours 
award for writing excellence, Mr 
Karate turns out to be Ryo’s and 
Yuri’s dad. This leaves room for a 


Kill! Death! Maim! 


In the original AOF you had to res- 


In my opinion AOF2 is easily the best beat-‘em-up to appear since 
2 br eh cals a cr ec mach bane 
than most of the new versions of Capcom’s 
classic. from the stunning i 
n 
cult. Fighti r t 

e os nerves of steal end the kind 


man you must defeat. 

Unlike most combat games, the 
special moves aren’t total 
Streetfighter rip-offs. Sure, there are 


of practice just to master 
just one character. 


T ov A ` orot o 2 
against 
el m é N "E the 

e. 
machine 


One feature 
unique to Art Of 
Fighting is the 
~| Rage gauge 
Power it up with 
the psyche but- 
=d tons and the 
fighter starts to 
glow while mak- 
ing worrying growl- 
ing noises, then they'll 
execute a special move which caus- 
es even more damage than usual, 


— — er N. 


Repeat-hit moves like this one 
do loads of damage. 


JACKANORY 


A particularly original feature 
of the one-player is that it 
actually follows a storyline. 
The characters are still thrown 
at you in a random order, but 
as the game unfolds you find 
out more about Mr Big's evil 


It sounds strange talking about a game which, to all intents and pur- 
poses, is actually better than Streetfighter Il. 


lot longer, so if you're 
playing the game in the 
arcades you get good 
value for money. 

Like the first game, 
the screen zooms 


The power of the special moves 
depends on how powered-up 
the character’s rage gauge is. 


Decent sound- 
track, but excel- 
lent, over-the-top 


empire and that there might 
stump miot Danis ompi enis: Tho songsa be a thirteenth fighter lying in 
re r gome wait for you. As you progress PROS: Easily the best 
as playa peat d yae modo 5 your character also learns beat. em -· up around. It's 
more needs to be said, other than | hope we super-powerful special got the lot. 
get some good conversions soon. moves, which are essential CONS: It's only on Neo 
since the game is incredibly Geo and coin-ops, so 
a N h N » N difficult from the seventh not everyone will get to 
round onwards. play it. 
the downside, though, is br ay 
that you can’t block while 
psyching. — 
Battles are settled Loads otexceltent 
mainly with special ekaia 
moves, this means the : 
battles tend to last a 
: 
i 
f 


in when the effects. 
fighters come a 

together, — 2. 

although this The excellent X 2 ar 

time the Manga-style “Ne * 3 ‘ok 

effect's a lot graphics make for 7 — 4 * i 

faster a some of the best / > * Re Simply the best 
smoother, so visuals seen in ¥ 8 é 4 Neo Geo beat em- 
it doesn't any coin-op. Who = 2 £ . up sae oe 
detract from needs polygons Probably. 
the action as it when you've got A bizarre multiple hit which 

did before.@ sprites like these? does vast amounts of damage. 


THE CHALLENGERS 


Art Of Fighting 2 now boasts 12 
characters, including the original 
heroes and villains. 


A bit pricey as Neo 
Geo games go. 
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DSP « 
Coulc 


lots of nice colours on a flat 
surface, then rotate it or zoom in 
and out on it. You see it in a lot of 
games, especially as an effect on 
bosses. However, when it’s used as 
a main part of the game it’s got to 


g ode 7 on the SNES is a pret- 
10 | ty effect. It can let you put 


be done well. Mario Cart, Exhaust 
Heat Il and Pilot Wings are the best 
examples. Votoms unfortunately, 
isn't. For starters it uses a DSP chip 
which should make it smooth and 
fast, but it doesn't - it just bungs up 
the price. That’s besides the point 
though, because the main problem 
with Votoms is shallow gameplay. 


Some sections have fixed 
scrolling. These are usually 
where you encounter the end- 
of-level boss. 


ar: 
2 


Heavy metal 
Shoved inside an Armoured 
Trooper you land on a Mode 7 
map where you have to 75 
destroy others like yourself. The 
task is the same on each level, but 
the opponents get progressively 


ue p= ee Out now. Contact 
VERDICT Miangna wt) 
Votoms tries to 2 Cort 


— 


A power-up token awaits. 
There isn't many fo be found. 


aggressive and you start to 
encounter land mines camouflaged 
in the scenery. Occasionally, the 
game switches to a head-on face-off 
against a boss. 


Effective disposal 


When you complete a stage you 

receive a new weapon. There are opponents more effectively. In two 
only three of these to be gained, player mode it’s quite fun, and you 
(but yes, there are more than three get to choose which trooper you 
levels) and each is varied enough to want to play out of five basic mod- 
provide a dab of strategy in switch- els, change their colour and select 
ing between them to dispose of the terrain to fight on. @ 


EREEREER 


OH NWSUMNDO 
EE EE EEE EE 


ABOVE: Punch baddies to death 
if you get a chance. Hardly 
gripping stuff. 


LEFT: In dual mode you have to 
destroy opponents in a head- 
to-head battle. 


= 


VERDICT 


a= — 
The shallowness of this game is shocking. The graphics e~ 0 
cent of the C64, the tunnels | Sead e T 5 à 7 * | 
sprite animation is poor and the whole hing 5 = “| >- 2 
Pa lacks any e =o y this bury 2 

e game is just too hard — it’s difficult to 5 — 
aim at anything e e $ ee FELET 
baddies approach from behind, but you m © LEFT = 
can’t move forward so you have little o exo Q TE z4 
chance of avoiding them. The radar should 8 =a 4 nano-vencare + 
help you out, but it’s just too small to deci- 73 8S 
pher ata gne, The only good feature is 85 ‘= 
the atmospheric music. s : 
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| JAMIGAGE ADVENTURE SOFT iE£39.99 [£34.99 A600) 
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Out now. Contact Adventure Soft (021-325 0847) for information. 


ae 


e box, ‘this is going 
lavizhed wi 


wiin care 


‘ne sorcerer™~ 


A 
A : 
The two-headed shopkeeper is 
more interested in arguing with 
himself than selling you anything. 


Here’s where the adventure 
starts. What lies ahead for 
Saucy Simon? 


Even on the A600 the graphics 
are of the highest quality. 


An animated intro starts the 


n 

point-and-click interface. = 

= = 

* = = 

z land of wizards must beat the Š — 

r wm bad guy and save the kingdom. ae = 

Se Sy E 

3 8 wick . = 

5 2 : — 
LE Simon the Sorcerer is an YaN 


This troll’s looking for satisfac- 
tion. But what could he mean? 


he first thing that strikes you 

about Simon the Sorcerer is that 

it makes you laugh. Now call me 
an old cynic if you like, but few 


adventure-type game and the 
interface is the standard. point-and- 
click type, with commands at the bot- 
tom of the screen. For instance, you 
can TALK TO characters on screen or 
CONSUME something. When you talk 
to characters you're given a number of 
possible replies to choose from, 


game off nicely. Simon uses a 


This wise owl resides in the mid- 
dle of the forest. He could have 
the answer fo your problems. 


One of the major put-offs with 
adventure games is that they can be 


things manage to these days. which range from downright sarcastic very difficult. You come across a puz- 

Because of this I've even forgiven to sickeningly crawly. Unfortunately its zle and it takes a fortnight to solve it, 

Adventure Soft for using one of hard to resist the sarcastic option. | which can prove very frustrating. To 
those classically cheesy suggest you try because you won't get solve this you can talk to the people 
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plots. You know e far in the game otherwise! vt , directly behind the 
Sort of thing. A 8 Wma, game by tele- 
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Check out this awful Archie eff 


Bristol Maze 
Sonya Blade rip-off attacks — Not only do the sprites look ARARE e 
Ken copy, while Ryu look-alike rather poor, they’re hideously 
merely watches. animated, too. Two for the 


price of one. 

lood Sport is, yes, you 

guessed it, a Streetfighter 
clone. In fact, it’s a 


Streetfighter clone with little bits of 
other beat-’em-ups thrown in. 


Bloody hell 


This is a shockingly mediocre piece 
of software, containing some of the 
worst graphics and gameplay I've 
seen. The sprites, while bearing a 
vague similarity to their ‘real’ coun- 
terparts, look like they've been put 
through a shrink-wash and hit with a 
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mell-hammer. And as for the game 10 —54— A — G a 10—34— F— 4 — 
itself? Well, any beat · em · up these —- d — — 9 — — 8 — 
days has to have a unique selling 5 if i : — toa to 
point, and Blood Sport's is its com- ed i i n 6 ua — ia 
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Any of these lads and lasses 
look familiar? 
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The last machine 
to receive the 
Kombat treatment 
looks like it's 
achieved the best 
conversion yet... 


onsidering that there’s little cen- 

sorship of software on the PC it’s 

strange that a decent beat-’em- 
up has yet to arrive on that format. 
Could this be because of the unsuit- 
ability of PCs for action-based games? 
Well Virgin 's latest PC beat em- up 
puts paid to that argument. 


Mortal Kombat on a 486 PC is a 
superb coin-op conversion — blood 
and ‘death moves’ an’ all. The 
gameplay has been carried over well 
too, as coin-op tactics are fully use- 
able. The best thing about the PC 
version however, is that it has cor- 


Bonus stage: tap the keys and 
smash different materials. 


rected the problem found in all the 
other conversions - one character 
being able to beat the others by 
using just one move 


Here your opponents fight a more 
intelligent fight, so it becomes more 
playable as you progress and it’s even 
equal to the coin-op on the hardest 
setting. Graphically, MK is excellent 
for a PC action game. Some maga- 


cade perfect 
in every . e opponents 
are just as fast Gnd the gore is 
fully intact. But best of all, the 
opponents nowshave better 


intelligence so you can't always 
win 5 one move. 


version i; 
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Having frozen Sonya, Sub can 
attack without fear of attack. 
Sub Zero is the most efficient 
and potentially powerful char- 
acter in the game. 


VERDICT 


A ee on PC raised questions about the machine’s ability to 
handle heavy action games. Kombat on a 33mhz 486 PC though, is 
faster than on the SNES, and it is more than a 


match for the coin-op if you have Local Bus 
graphics too. Unlike other conversions, the ES 
geo level is much harder here and you 
can’t get away with using one move to beat m ¥ 
everyone. Admittedly, it’s a bit unresponsive . 
at times and fiddly to play with the keys, but 

— 


it will support two-button joysticks. A fan- 
tastic conversion for a PC. 


$ DENIZ AHMET 


zines have criticised the game because 
it slows down in Local Bus graphics 
mode. This isn’t the case with the fin- 
ished product though (earlier 
reviews were probably pre-produc- 
tion copies). The finished version is 
as fast as the coin-op and wipes the 
floor with the console versions. 
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Comforts’ commercials, with 
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z . ou’ll no doubt remember the 
> 2: Electricity Board's Creature 
i j > 


those Aardman created plasticine 
bears, turtles, parrots, cats and 
dogs. Yeah? Now, although being 
animals, they had human like charac- 
teristics which made them both 
funny and believable. So why am | 


II 


telling you this? Basically, because 
Clayfighter has very much the same 
appeal with its pliable characters. 
Clayfighter takes the mickey out 
of beat-'em-ups with its comedy 
violence. The eight characters you 
can select for combat cover the 
most unlikely and mismatched range 
you could p think Of. Yet, 
we 


by INTERPLAY 


£55 


epic de 
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The blob character has som 
However, it takes a while tes 


when you play, it all comes 
together well. 


Each character has a range of special 
moves which gives the game those 
vital combo possibilities. The con- 
trols are the same as Streetfighter 


A very nice character selection sered 
very different at first, but in p 


VERDICT ~ 


This is the fighting map. Each 
’ = ~ character has their own place, 
P r i and here you see the last lot. 


wonderful morphing abilities. 
get used to his striking distances. 


moves, and each character doesn’t 
necessarily do the same thing with 
each key. A hard kick by Blob for 
instance would be a leg sweep by Mr 
Frosty, so there's quite a lot of player 
tactics to learn, which increase the 
game’s lastability. Unfortunately, 
when it comes to the interaction 
between opponents, something isn't 


Grabbing opponents is a diffi- 
quite right. Unlike Streetfighter cult act to perform, but it drains 
ll, opponents in Clayfighter their energy quickly. 
don't often react intelligently, 
and this means you can get 
away with the unforgivable 
tactic of relying on one move z= 
to kill everyone. On harder set- = 
tings, all opponents seem to 
do is block more often so the 
problem still exists = 

In two-player mode — 
Clayfighter is a strong product — 
and players can handicap each = 
other for added lastability. <> 

Streetfighter II it’s not, but STRATEGY SKILL ACTION REFLEXES 
Clayfighter has tried to offer some- 


Special moves use Streetfighter type con- eo eos 2 are 18 
trols, so it’s easy to get the hang of. FOR > 
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ey the silver ball 
in this Amiga-to- 
SNES conversion! 


inball, eh? That’s what we were 
P playing before ‘video games 

turned us into a lower order of 
life. What could have been more life- 
shaping than shoving sixpences (pre- 
decimal currency, worth two-and-a- 
half pence in today’s money, which 
went into the pintables of my local 
cafe in 1980) into the coin slot of a 
flashy table with all manner of noises 
coming out of it, then realising 
you've missed the school bus and 
you'll be getting the cane (violent 
form of corporal punishment, where- 
by the headmaster attaches long, 
thin pieces of softwood to your buns 

Ed) once you tum up at 9.45am. 


Tommy 


Pinball Dreams is a cartridge version 
of that very pastime, minus the six- 
pences. Converted from the 21st 


Century Entertainment Amiga version, 


Pinball Dreams gives you four tables, 


VERDICT 


It seems you can’t move for pinball sims on console. Take Jaki Crush, - 
hidden extras all over the place. SNES Dreams, though, skimps on 
table quality by going for quantity, and it 
doesn’t work. The tables are basic, and the 
ball doesn’t move well at times. If you're a 
pinball fan who can’t find Jaki Crush, Dreams 
will keep you occupied, but it’s a game which 
could have been a whole lot better if the pro- 
grammers hadn't stuck so ri to the 
Amiga original. And whoever cock led to put 
The Munch Bunch in should be shot. 


PAUL RAND 


PINBALL 
DREAMS 


by GAMTEK £44.99 


Out March. Contact Gametek (0753 553445) for information. 


each with its own special 
features. You can play on 
your own or with up to 
seven friends (of course, 
if you don’t fancy starting 
up again when you die, 
you could always choose 
eight-player mode any- 
way and get 24 balls to 
bang about). 


Many features found on real pinta- 
bles are included, such as jackpots 
and extra ball bonuses, which come 
in very handy when you're trying to 
beat your high score - which, after 
all, is what the point behind playing 
pinball is. There’s only one other 
pinball sim available on SNES — Jaki 
Crush — and that’s a bit of a star. How 
does Pinball Dreams compare? @ 


Pinball Dreams offers a quartet 
of pinball treats. Beat Box is 
based on the pop charts, with 
the ball being used to push you 
up the US and European music 
listings. Nightmare is a spooky 
affair, and is the best of the four 
since it has the most features. 
Steel Wheels takes the player 
back to the Wild West, with 
above average gameplay and 
some good samples, while 
Ignition is set in space. One fea- 
ture in the SNES game which 
doesn’t appear in the others is 
the inclusion of The Munch 
Bunch - animated characters 
based on fruit who advertise 
yogurt - who appear at the start 
of each game and morph into 
the pinball. One question - why? 


( STRATEGY SKILL ACTION REFLEXES] 


government health Warning 

because once you start playing 
it, you just can't stop, no matter 
what happens. A nuclear warhead 
could land right next to your chair 
and you'd still be glued to that 
screen trying desperately to beat 
your score. Yup, it’s that addictive. 

Pinball Dreams was 21st Century's 
first attempt at creating a pinball sim, 
and it was pretty damned good. 
Pinball Fantasies is even better. The 
sound is miles better, the tables are 
more interesting and the scrolling is 


T his game should come with a 


Don’t get stuck in the pits in 
Speed Devils. 


VERDICT 


‘The definitive PC pinball 
Simulation has 
finally arrived 


12 -aN a 


much, much smoother this time 
around. 


Go ballistic 


There are four different tables to try. 
Partyland is all about fun fairs, big 
dippers and making yourself sick; 
Speed Devils has a race driving 
theme; Billion Dollar Game Show is 
loud, tacky and has more ramps than 
is commonly decent on a pinball table 
and Stones and Bones is similar to the 
Nightmare table in Pinball Dreams, 
with lots of spooky graveyard action. 


Pinball Fantasies is the best pinball simulation I’ve seen on the PC. The 
ball and flipper action is pretty accurate, and there’s a great selection of 
tables. It’s both smoother and faster than 21st 

Century’s previous effort, Pinball Dreams, 

and runs well even on a humble 20MHz 

386SX. You might think that £37.99 is a lot 

to pay for a pinball game, but you'll more 

than get your money’s worth and its the sort 

of game you can keep coming back to. This 

game is hellishly addictive - you'll play it 


until your fingers bleed. 


GARY LORD 


You'll need more 
than a cheesy grin 
to win the Billion 
Dollar Game 
Show. 


> All the tables are fun 
to play, though 
Partyland is my fave. 


Multiball? 


The controls are fairly 
standard: the shift or 
control keys act as the 
flippers, space tilts the 
table and the cursor 
key fires the ball. 
Unlike Dreams, you can 
now alter the tilt of 
the table, the smooth- 
ness of the scrolling 
and the screen resolu- 
tion. Normally each 
table is three screens 
Fi high and scrolls with 
the ball, but by chang- 
ing the resolution from normal to 
high you can alter it so that the table 
is two screens high and you can see 
more of it at once. It's an easy game 
to play, though scoring the big points 
takes practice. The only thing that’s 
missing is a multiball feature. @ 


af ; 


Loads of ramps and —— 
make Partyland a lively an 
challenging table. 


Unlock the Tower for big points 
in Stones and Bones. 
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hoices in life can sometimes de — 

a bit complicated. Unless OF = Ps eh 

course, youre an Amiga de, FAUT Trey 

because there is only one clear e 
choice whemiieomes to an Amiga games AGAZINE 
mag - THE ONE: 

THE ONE gives you theigames and 
entertainment imo you Want in a fresh 
and entertaining format aimed at you, 
the discerning Amiga gamer. 

We'll get you the best Amiga 
exclusives, the hottest news, the 
most in-depth previews and 
reviews. Not only that, we'll get 
you the best demos in the 
business. So, if you're looking for 
the best in Amiga gaming, there 
is only THE ONE! 


LIBERATIO} 


the world's fi 
irst 
CO32-only game is he 
ead all about it in of 


FOUR PAGE review! 


OUT WITHA 
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ould you venture into the 

middle of a busy city road, 

grab hold of a passing car, 
truck, or Number 7 bus, and propel 
yourself through the rush hour traffic 
while wearing a pair of 
rollerblades (Yank 
equivalent of roller 
skates)? Well no, you 
wouldn't would you. 

But in sunny Cali- 

fom-l-A. (where such 
an activity is known as 
skitchin’) they would, 
but luckily you can 
enjoy the thrill of the 
aforementioned sport 


of ending up as flat as 
a waif-like supermod- 
el's chest with the help 
of EA’s Road Rash clone — Skitchin’ 


without running the risk Win your races and you can afford to replen- Once you've skitched, 
ish your skatin’ gear from Honest Joe (or gather some speed and 
Eugene as he’s known, probably) here. then let go! 


The principle difference though is the 
rollerblades have replaced the 
motorbike, and to accelerate past 
your opponents you have to skitch 
on to passing traffic. This manoeuvre 
is tricky, since you have to check your 
rear-view mirror (built into your hel- 
met) and at the optimum moment 
press button A and move towards 
the vehicle you want a lift off. The 
idea is to finish the race in the first 
five, the higher you finish the more 
cash you receive, which comes in 
handy for paying for new skating gear 
and hospital bills. 

As in Road Rash your competitors 
are thoroughly unscrupulous, and if 
you're skitchin’ the same vehicle as 
them they will try and give you a dis- 
courteous shove. The best way out of 
such a scenario is to slingshot yourself 
forwards out of trouble. Remember 
to try and jump any ramps that 
appear as extra cash can be earned 
this way, plus it adds an extra ele- 
ment of gameplay, ie it’s more fun. 


MEGA DRIVE by ELECTRONIC ARTS £44.99 


Out now. Contact Electronic Arts (0753 549442) for information. 


11" ~ 00:49 
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ere 
OK, so I’m eleventh, but I’ve got eight kilometres to play (as Henry 


Kelly would say) ‘Catch up’. Checking your rear-view mirror is a 
good idea, otherwise you end up, well sort of like this really. 


= 


Wisk 


When you dae Hs which is easy to 
do in the first few levels, your sprite 
performs this irritating little dance. 


ain 


STRATEGY SKILL ACTION 


Has EA released, albeit covertly, Road Rash 3? Well yes and no. The 
principal’s the same but the method is quite different. The crux of the 
gameplay is to master the control method , 

which can be fairly tricky. The levels don’t 

offer a great deal of variety - cars get faster 

your fel- 
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and more difficult to hold on to an 
low skitchers more violent, Pe the scenery is 


rather lacklustre. A novel approach to an 
existing formula which will hook you in and 
propel you through the levels fairly briskly. 
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Out now. Contact Acclaim (071-344 5000) for information. 


WORLD 


Bart’s back on the case but not to solve anything, just to 
shut it as he’s off round the world 


rikey! Bart Simpson’s won a 

Krusty the Clown art contest 

And he’s won a pretty decent 
prize too. It’s a family Krusty the 
Clown Treasure Hunt trip round the 
world. Sounds too good to be true 
huh? Unfortunately yes, because the 
contest was fixed by sponsor and 
judge C. Montgomery Bums, 
Springfield's dodgy nuclear power 
plant owner, so he could rid himself 
of the troublesome Simpsons once 
and for all. 


Treasure hunt 
Bums has been losing millions of dol- 
lars ever since he hired Bart's dad, 
Homer Simpson, to work at the plant 
Burns has placed a different member 


of his family at each stop on the tour 
to cut short the Simpsons’ fun 
Despite these problems Bart is intent 
on getting through his global treasure 
hunt because waiting for him at the 
end of it all is the grand prize -a 
guest appearance on the Itchy & 
Scratchy Cartoon Show 


The interceptor 


The platform-based action takes 
place over four world areas, China, 
Egypt, Hollywood and the North 
Pole. Bart can defend himself with a 
replenishable supply of firecracker 
balls and can also collect souvenirs 
for extra lives. Each level also con- 
tains an art object which, although 
not essential, if collected will 


reward Bart with a special section at 
the end of the game, should he get 
them all. As well as the platform lev- 
els, each world area has a couple of 
single screen puzzles to complete, 
and a small scrolling level which 
ends with Bart having to confront 
one of Burns’ relatives. @ 


enter this sub-level. At the end 
of this is one of Burns’ cronies. 
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little on-screen at any one time. 
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ook hard enough down your 
local shops and you'll probably 
find leisure products bearing the 
Zool logo. A nice 
little eamer is 


ALATA TATAL 


Zool. Still, 

Gremlin 

deserves it, 

Eaters ae- Zool can grip walls, which is dead useful as it 

ated a stops him falling off them, which is the problem 

5 you have with some other platform characters. 
r. 

Now he’s on any other score but if you're quick you can 

tumed his format but grab the heart that’s sometimes 

attention to what the heck, released and keep your strength 

Sega’s here's a quick up. 


dinky hand- Zool can collect an 
held. Zool’s 
mission is jump higher, so 


the same as there’s no need for 
him to climb walls. 


it has been 


icon allowing him to 


recap of the story if 
you're new to him. 


It's platform time once again, as you 
guide Zool through five worlds; 
Sweet, Music, Fruit, Toy and 
Fairground. Each level is full of all the 
things you ve come to expect in a 
platform game: baddies, bonuses 
and end-of-level beasties. Killing 
baddies will not only increase your 


. 


Each level is sub-divided into sub- 
zones, all of which are played 
against the clock. The game also 
features plenty of hidden rooms, 
bonuses and all those other things 
that you'd expect to find in a plat- 
form game these days (apart from 
Sonic and Mario of course!). And 
there's plenty of well spaced restart 
points to avoid any of those feel- 
ings of déjà vu. 


See that ‘Z’ symbol? Run over it 


‘cos it’s a restart point. Bar a couple of levels 2 Zool on the Game Gear is much what 


you'd expect. In other words it’s a solid and 
challenging platformer with decent graphics 
and those wonderfully irritating tunes and 
sound FX. Zool on Amiga is excellent, but on 
console it doesn’t quite beat the formidable 
competition. However, there’s been few 


decent platform games on the Game Gear 
recently (ignoring Cool Spot of course), so if 
they are your particular cup of hot chocolate 
you will enjoy this distinctive game. 


a. SA “NA. 


Hey Zool, it’s no good ‘hanging 
around’, there’s a strict time 
limit don’t you know. 


Collect these green Zs for some 
extra points. 


You can alter the amount of 
lives available to you from one 
to five. 
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ell it’s 1999 and the neigh- 
W bourhood has gone bonkers 

Street gangs are trashing the 
area known as Cadillac Heights and 
someone needs to do something. In 
other words, it sounds like a good 
plot for a Robocop game. 

Now Robo must be marched 
(because he can’t run) through six 
missions, grouped into three phases, 
which ultimately take you to the 
showdown at OCP headquarters. 


Get loaded 


The first thing to do is go to the 
options menu and give yourself the 


yy GAME GEAR 


Out Now. Contact Acclaim (071 344 5000) for information. 
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Old tin head returns to the Game Gear after an escapade with 
the Terminator in THAT other game. Back on form or not? 


maximum number of lives and contin- 
ues. You'll need them since Robocop 
3 is way too difficult. The problem is 
that the Robo sprite moves slowly, 
and all the hazards come at you thick 
and fast. Quite often this also means 
coping with attacks from three differ- 
ent directions, which is tough in the 
extreme. Such problems are sup- 
posed to be compensated for by the 
fact you have four weapons avail- 
able, but you have to find them first. 
And the thing is that better weapons 
will demand more ammo. Hence, the 
three-way pistol uses up your ammu- 
nition three times faster. 

When right up against a baddie 
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Tree 


predictable elements, 

imself. Firstly, he walks like he’s wearing high 
heels, and secondly he animates nothii 
his movie cousin. All this is due to poor ani- 


This is a si me with 
down is farie 


This baddie takes a few shots to kill if you're only using a basic 
gun. Of course, you can always jump over him. 


but what lets it 
ing like 
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who is ducking, Robo also has a Wor- 
rying tendency not to be able to kill 
them. Yet, the overriding grievance in 
this is a lack of variety which most 
players should spot instantly. @ 


Step between each ball incredi- 
bly carefully. There isn't a pat- 
tern to learn here. 


You snuff it far too quickly in 
this game. Those little squares 
on the right are power-ups. 


mation, and the lame graphics. looking at 
this as a Mega Drive conversion, it’s faithful, 

| but unfortunately that was crap in the first 

| place. The difficulty level is quite unforgivi 

| and there are no restart points, hid, 
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doesn’t please anyone. I'll admit its fun to 


begin with, but is too flawed to Always blast baddies from a 


distance. A bug in the game 
means you can't hit them when 
touching. It's best not to stand 
up when shooting either. 


Out In 


CJ runs into this speedy soldier boss at the end of 
the England zone. Three easy bombs finish him off. 


Cute Jumbo comes jumping, cavorting, 


comically 


iving... er, that’s enough C 


and J words. Let's just get on with the 
review... 


oos, yeah? They're, like, a bad 
Z thing, because it’s just not nat- 

ural to capture wild animals 
and keep them locked up in cages 
for people to gawp at. Well, if you 
think so, Columbus Jumbo the baby 
elephant would certainly agree with 
you. There he was, locked up in a 
zoo in rainy, snowy, windy England 
and homesick for the savannahs of 
Africa. Enough was enough, and dis- 
guised in a stolen baseball jacket (XL 
size of course) CJ has made his bid 
for freedom. 


Cosmopolitan 
elephant 


Lacking an air ticket, Q has to walk 
(and jump) from London, through 
France, across the Alps, south to 
Rome, then across the Mediterranean 
and down through Egypt, before 
finally reaching his herd in Kenya. 
That works out to 18 levels of plat- 
form-type action, throughout which 
is beset by elephant-hating armies 
of pigeons, rats, the Mafia, yodelling 
girls, mummies and witch doctors. 


Loxodonata 
Africana 


Fortunately, CJ is able to protect him- 


self by blowing peanut projectiles 
out of his trunk, a couple of shots 
being enough to cause foes to 
explode into a pile of bonus-points 
fruit. Better still, the diminutive 


om A 


Beware the typical Englishman’s 
deadly flying brief case. the 
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Who can she be, this dusky 


Snails? The Eiffel Tower? But of 
course - it's Paris! 


Loxodonta Africana also carries a 
bag full of bouncing bombs which 
are even more effective when it 
comes to dynamiting the enemies of 
elephantkind out of the way. @ 


maiden of The Mysterious East? 
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“by CODE MASTERS £21.99 | 


March. Contact Code Masters (0926 814132) for information. 
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Hey, Egypt! You can tell it’s Egypt because 
screen is full of pyramids and mummies. 


Falling from great heights pre- 
sents no problems to our trunky 
pal, who comes fully equipped 
with his rainbow-striped 
umbrella-parachute. 


Z) ¥ . Namco 
WUD GERACER 


You'll never make it with only 
one second to go. 


1172 


the · renge car: yes it’s an actual Mazda 
MX5 sports car which you sit in and 
drive! That’s the version we've been 


hose with their heads stuck in playing, costing a whacking £3 a time! 

the sand for the past six months Yes it’s expensive, we know, but 

will know little about Ridge when you take into account that the 
Racer, the arcade machine sporting machine costs - wait for it - ONE 


revolutionary graphics and a top-of- HUNDRED AND FIFTY THOUSAND 


Here’s the course layout for Ridge Racer. Actually, this is split into 
three to cater for all the different tracks. 


You're ready to rock on the 
starting block - that girl had bet- 
ter get out of the way soon! 


POUNDS = then you can imagine how 
‘ong it would take to recoup that kind 
of cash were it 50 pence a throw. 

There are four levels to tackle in 
Ridge Racer — Novice, Advance, 
Expert and Time Trial - and two differ- 
ent courses to drive on: which one 
you attempt depends upon the level 
you select. While the first three levels 
are difficulty settings — basically tricki- 
er-to-pass cars and the like — the Time 
Trial option puts you on the open 
road and lets you thrash round the 
course, attempting to beat the current 
fastest finishing time. 


By using 
System 22 
graphics tech- 
nology 
Namco has 
managed to 
make the 
courses highly 
detailed. They 
scroll as 


There's nothing like a quiet drive 


Slow down on the tight cor- 
ners, otherwise you'll run the 
car right into the crash barrier. 


smoothly as you could imagine, and 
the cars and roadside objects are 
equally stunning — they don’t look 
quite as real as some would have 
you believe, but they're not far off. 
Sound, too, is brilliant, and 
because you're enclosed in what is 
almost a big box with a car inside, 
the noises resonate around you as 
opposed to blasting out past your 
ears, making for an 
infinitely more 
realistic experi- 
ence. @ 


Graphics the likes of which 
you've never seen are what 
make Ridge Racer so unique. 


VERDICT 


Hereitis-theonly | Sem BG eee EA 


full-size Ridge Racer 
coin-op currently in 
Great Britain, seen 
here being put 

through its paces by 
CVG Ed Paul Rand at | 
its test site at Fun 
Land in London's 
Trocadero. Costing a 
thumping ONE 
HUNDRED AND 
FIFTY THOUSAND 


charging, you 
expect something 
a bit special - and 
you aren't disap- 
pointed. The huge 
screen fills the 
whole wind- 
screen, arcing 
round so that, 
wherever you 
look, you can see 
what's going on 
around you. An 
amazing machine. 


Pisces 


: : y 
POUNDS, this version 4 r è 


of the machine 
incorporates a real 
Mazda MX5 sports 
car, which is wired 
to the projection 
screen and which 
you ‘drive’, using 
all the actual fea- 
tures of a real car 
accelerator, brake, 
clutch - even the 
radio and the vari- 
ous dials work! For 
the price Namco is 


Ridge Racer is far and away the most realistic arcade game ever 
seen, but it does have its drawbacks, and they do take the shine off 
what is otherwise a superb (if expensive) ride. The screen can be rel- 
atively devoid of cars at times and the sen- 

sation of speed really isn’t there when 

you're blasting along at 160km/h, 

although when you enter into a side- 

ways skid it really does feel as if you 

could total that expensive car if you're 

not careful. Plus the car seems to lack 

any hydraulics. Still, this is an experi- 

ence which everyone should ty at least 

once, if only to get a look at those gor- 

geous graphics and sit in the Mazda! 


by the seaside. And this is noth- 
ing like it. 


Coming up to the suspension 
bridge, there's a tight bend 
which can scupper you. 


PAUL RAND 


KEE 


ands up! 
Yeah, 
hands 


up all those 
arcade veter- 
ans who, like 
my good self, 
remember a 
cracking 
arcade game 
called Battlezone? Well if you do 
then Cyber Sled, a maze-type bat- 
tle affair set over twelve, 3D poly- 
gon worlds, will remind you of the 
former game’s control method in 
that you have two joysticks to con- 
trol movement. 

The objective is to battle, in 
your cyber sled, against other 
players (or computer controlled 
opponents). 


HAN AEN 


Namco turns the 
clock back with its 
latest blaster, inspired by the age old 
Battlezone coin-up 


tage over 
your enemy, 
including 
extra missiles, 
a special 
shield, extra 
shield power, 
and a com- 
puter to jam 
enemy missiles and radar. here's 
two distinct viewpoints on offer. 


CyberJobe 


Beginners can view the battlefield 
from behind their cyber sled, while 
more advanced players can use the 
viewpoint button for a more diffi- 


There's also an interior view 
available for experts. 


Cybermorph 
There's all the usual power-ups and 
stuff to find to give you an advan- 


VERDICT 


Yeah, | like © a Sled, and t's managed to sneak up without the 
usual hy graphics are clean, detailed and reminiscent of the 
Atari eee and they create a convincing and 
hly believable futuristic atmos- 
phere, without des ok to the usual 
dark and mu 3 like 
mos t Bings i in 1 0 is most 
Badin a friend. You get 
poco fense is around the maze 
avoiding enemy gunfire as you desper- 
ately search for the missiles needed to 
kill your opponent. An enjoyable coin- 
op, and it makes a 3 aot for 
a game to rely on 


than some new enda y aer 


D 


RIK SKEWS 


If you want a comparison I'd 
say this is like Battlezone. 


Each competitor has their own 
strengths and weaknesses so 
choose someone to suit you. 


cult, but realistic first-person per- 
spective. Each of the six available 


overheat those guns! @ 


Here's a chart of the most 
played coin-ops at Fun Land... 


2. VIRTUA FIGHTING 
(Sega) 


3. SUZUKA 8 HOURS 11 
(Namco) 


4. ALIEN? 
(Namco) 


5. MORTAL KOMBAT II 
(Midway) 


sleds has its own strengths and weak- 
nesses; so choose one, strap yourself 
in and go for it. Just remember not to 


BY MIDWAY 
BEAT-’EM-UP 
152 PLAYERS 


t’s a bad time for 

bad guy Shang 

Tsung. Not only 
has he been humiliat- 
ed by being defeat- 
ed in battle, he’s 
also got the 
apparent 
death of Goro 
hanging heavy 
on his shoul- 
ders. Now 
Shang Tsung’s 
retumed to 


beg for- 
giveness 
from the À 
Jungle Book SESS * 
sound-a-like 4 j 
Shao Kahn, 
supreme 
ruler of the 
Mortal 
Kombat 
battle 
arena. Shao 
Kahn's obvi- 
ously a 
Nineties kind 
of guy and 
promptly 
forgives 
Shang Tsung. 
Together they conceive a new and 
even more diabolical plan to lure the 
Earth’s mightiest warriors to a touma- 
ment where the balance between 


DOSE, YOU 


good and evil 
must once again 
de decided 
* art from Kano 
* and Sonya, all 
the favourites 


have returned along with a whole 
host of new characters. 

Major Jackson Briggs (Jax) is the 
leader of a top US Special Forces 
Unit while Baraka has been recruited 
by Shao Kahn from a nomadic race 
of mutants who live in the waste- 


f 


With Mortal Kombat I, Midway has got a machine which is better 
than Capcom’s classic in many areas. Sound is especially stunning 
thanks to a Digital Compression System which plops all over Q- 
Sound. Unlike most of the all-singing no- 
dancing games about today, Mortal 
Kombat ll backs up the impressive 
audiovisuals with excellent long lasting 
gameplay. If there's one fault it’s that 
some of the special moves are ridicu- 
lously difficult to pull off (by my maths 
one of Raiden’s fatality moves requires 
11 combinations), but all in all | reckon 
this is as good as Super Streetfighter Il. 
Your ball Capcom. 


lands of The Outworld. Two sisters, 
Kitana and Mileena, have also 
entered the fray along with Kung 
Lao (who has a steel rimmed hat 
that is reminiscent of Oddjob’s 
head wear from Goldfinger). 
Reptile and Shang Tsung also 
return, Out this time you can 
choose them as characters. 


Boss wise there’s Kintano who is 
reminiscent of Goro and also Shao 
Kahn himself. Apparently Kano and 
Sonya are also in the game some- 
where, as are all manner of other 
secret bits and pieces including 
about a zillion or so special moves 
which you'll find out more about in 
this month’s CheatMode (see 
pages 88-90). 


~~ à 


YERS 
PER PLAY 


Sega overtakes the 
opposition and 
then goes up a 
gear with its latest 
high performer... 


hen we get the big coin- 
W ops, do we get the BIG 

coin-ops! Not content 
with grabbing THE review of the courses, each picked out in ultra- 
fast polygons, with the object being 
to beat the other racer (it's a 
two-player cabinet) and finish 
the race within the allotted time 
limit. You have the choice of 
either automatic or semi-auto- 
matic gear changing — choose 
semi-automatic and you change 
gear by nudging either of the 
finger-controlled gear switches 
attached to the steering wheel, 


Get ready for what is the 
ultimate arcade driving expe- 
rience at the moment. 


only full-size Ridge Racer coin-op 
in the country, we also go one 
better and review the only Virtua 
Formula coin-op there is in 
Europe, which has just been intro- 
duced to the Fun Land arcade in 
London’s Trocadero! 


Race ‘n’ chase 


Shunting aside the massive 
Galaxians 3 cabinet, because it 
takes up so much room, Virtua 
Formula is, surprisingly enough, the 
sequel to Virtua Racing. Sort of. 
The game itself is the same as 
before. Jump into your racing car 
and bum around any one of three 


Race side by side in the atmos- 
pheric multiplayer cabinets... 


so if you lose you can always 
thump your opponents. 


VIRTUA = 
RMULA = 


just like you can with a real F1 car. 
And as well as the other human 
racer (if you are playing a two-play- 
er game), the coin-op throws up 


some pretty stiff opposition as well, 


who don’t think twice about slam- 
ming you off the course. 


e > ee 

Hydraulic hi-jinks 
Not much difference, you might 
think. And game wise, you would 
probably be right. 
Cabinet-wise, howev- 
er, it’s a whole new 
ball game. Not only 
is Virtua Formula 
now a four-player 
game, but now the 
cars are hydraulical- 
ly controlled and 
the back axle actu- 
ally slips out when 
you skid! 

There is also an 
on-air camera facility 
that flicks through each 
racer in tum, showing his or her 
facial expressions on a monitor 


PAUL RAND 


positioned above the cabinet (which, 
incidentally, costs around £250,000, 
according to the people at Fun Land 
— blimey!) and the four different dri- 
ver views as seen in the original. 

Formula doesn’t have the drop- 
dead stunning graphics seen in Ridge 
Racer, but it’s got the vital ingredient 
that makes or breaks games of this 
genre — a heart-pumping sense of 
speed. Take it for a spin as soon as 
you can. @ 


Fun Land is the only place you 
can play Virtua at the moment. 
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umper, that’s the word to describe this 
month’s CheatMode, and we're not talking 
about car fenders here. We mean ‘bumper’ 
as in BIG. So without any further ado (apart from 


to say send all your cheats, hints and tips to CVG 
CheatMode, Priory Court, 30-32 Farringdon 
Lane, London, EC1R 3AU) we'll let you feast your 
eyes on this month’s cheats... 


MORTAL KOMBAT II 


ARCADE — MKN 


Here it is! None of the half-finished, no good, good for nothing codes that some mags seem to have published. No way, this is the definitive round-up of 
all the Kombateer’s moves from the arcade version. Thanks to everyone who wrote or phoned in, but especially Ben Linney (and his fax machine) and 
Danie! Boutros for managing to get there first 


One important thing to remember is that to do the Friendship or Babetality moves don't use either punch button in the last round! 


-o KUNG LAO SHANG TSUNG 


Looking like Oddjob from Goldfinger, 
Kung Lao is a nasty piece of work make 
no mistake. Blessed with amazing con- 
trol and technique you'll not want to be 
on the receiving end of his razor sharp 
hat (unless you like being chopped up 
into itsy bitsy teeny weeny pieces that 
is). Use the Spin Shield on players 
trapped in a comer for ultimate 
cheese potential 


~ 


Hat Toss B, F, LP. 
Teleport D, D, U. 


Fatality 1 Hold Bik, F, F, F, 
Release LK. 
Fatality 2 B, B, F, F, D, D, HK+BIk+LK. 
Fatality 3 Hold Bik, U, U, LK+HK. 
Fatality 4 Hold Bik, U, U, U, U, LP+HP. 


Shang Tsung’s clearly done a 'Neighbours 
and been replaced with another actor 


1 Skull B,B, HP. 
2 Skulls B, B, F, HP. 
3 Skulls B, B, F, F, HP. 


Babetality B, F, D, HK. 
Friendship Hold Bik, B, B, B, D, B, 
Release Bik, HK. 


+ Fatality 1 Hold Bik, HK, HK, HK, HK, HK. 
Fatality 2 Hold Bik U, D, U, Release Bik, 


LK. 
Fatality 3 Hold HK for three seconds. 


To morph Shang Tsung into 
other characters: 


Johnny Cage B, B, D, LP. 
Scorpion Hold Bik, U, U. 
Sub Zero F, D, F, HP. 

Kung Lao B, D,B, HK. 
Reptile Hold Bik, U, U, D, HP. 
Kitana Bik, Bik, Bik. 
Baraka Hold Bik, D, D, LP+LK+Bik. 
Lui Kang B, B, F, F, Bik. 
Raiden D, F, B, LK. 

Jax D, F, B, LK. 

Mileena Hold HP for three seconds. 


KITANA 


Kitana and Mileena are twin sisters (in 
other words they're played by the same 
actor). Her fans are something best 
avoided by foes and allow for excellent 
combo potential in true Super 
Streetfighter II tradition 


Air Stun B, B, B, HP. 
Fan Throw B, B, (LP+HP). 
Sonya Jump D, DB, B, HP. 


Pit and Spikes F, D, F, HK. 
Babetality D, D, D, LK. 
Friendship D, D, D, U, LK. 


Fatality 1 Bik, Bik, Bik, HK. 
Fatality 2 Hold LK, F, F, D, F. 
Fatality 3 F, F, F, B, B, B, LK. 


BARAKA 


It'll take more than skin cream to make 
Baraka’s complexion as smooth as a 
baby’s butt, still combat wise he's a rea 
stunner; be careful that his long blade 
doesn't slice you into mincemeat 


Ginsu Chop B, B, B, LP. 
Whirlwind D, DB, B, LK+HK. 
Fireball D, DB, B, HP. 
Blade Swipe B+HP. 


Babetality F, F, F, HK. 
Friendship Hold Blk, U, U, F, F, HK. 


Fatality 1 Hold Bik, B, B, B, release HP. 
Fatality 2 B, F, D, F, LP. 
Fatality 3 D, F, B, D, F, HK+LK. 


MILEENA 


Mileena, not only does she have some 
schwing potential, but she also knows 
how to deal with unwanted come ons. 
Just check out her well impressive speed 
which aids her to cut down her oppo 
nents. Use this to your advantage against 
the other slower players. Her sai allows 
for good combo moves too 


Sai Throw Hold HP for three seconds. 
Roll B, B, D, HK. 
Teleport Kick F, B, LK. 


Pit and Spikes F, D, F, LK. 
Babetality D, D, D, HK. 
Friendship D, D, D, U, HK. 


Fatality 1 F, B, F, LP. 
Fatality 2 Bik, HK, HK. 
Fatality 3 B, B, B, F, HK. 
Fatality 4 Hold HK for three seconds. 


Raiden's back and with all his old moves 
too. Not only that but he's been blessed 
with a rather dangerous electrifiying grab. 


Charge B, B, F. 
Teleport D, D, U. 
Shock Grab Hold HP for three seconds. 
Lightning D, DF, L, LP. 


Pit and Spikes Hold Bik, U, U, U, 
Release Bik, HP. 
Babetality D, D, U, HK. 
Friendship D, B, F, HK. 


Fatality 1 F, F, D, B, F, HP 
Fatality 2 Hold LK for four seconds, 
Release LK, Blk LK. 
Fatality 3 Hold LK, D, D, F, F, Release LK, LK, LK, LK, LK, LK. 


REPTILE 


He's lean, he’s mean and he's a rather 
unfashionable shade of green wouldn't you 
say? Yes, he's the reptile and unlike the first 

game he doesn't have the moves of 
Scorpion and Sub-Zero 


Slide DB+LK+LP+Bik 
Venom F, F, HP 
Bomb B, B, HP+LP 
Invisibility Hold Bik, U,U, D, Release Bik 
+ HP 


Pit and Spikes D, D, F, F, Blk 
Babetality D, B, B, LK 
Friendship B, B, D, LK 


Fatality 1 B, B, D, LP 


SCORPION 


The arch rival to Sub Zero is back, looking 
like he just wants to rave all night. All of 
his moves are decent but nothing com- 

pares to the teleport which allows him to 

attack twice in the air 


Teleport D, DB, B, LP 
Spear B, B, LP 
Air Throw Bik while attacking in the air 
Leg Trip D, DB, B, LK 


Pit and Spikes D, D, F, F, Bik 
Babetality D, B, B, HK 


Friendship B, B, D, HK 
Fatality 1 Hold Bik, U, U, Release Bik, HP 


Fatality 2 Hold Bik, D, D, U, U, Release Bik, HP 
Fatality 3 Hold HP, D, F, F, F, Release HP 


ARCADES 
MORTAL KOMBAT II 


JACKSON BRIGGS (JAX) 


Jax has more cheese combos than Burger 
King. Watch out cos these energy sapping 
grabs can be done after most moves 


Air Blade D, DB, B, HK. 
Earthquake Hold LK for four seconds. 
Grab F, F, LP. 


Babetality Hold Bik, D, U, D, U, LK. 
Friendship D, D, U, U, LK 


Fatality 1 Hold LP, F, F, F, F, Release LP. 
Fatality 2 Blk, Bik, Bik, Bik, LP. 


SUB ZERO 


He's got the least moves, but who cares 
when they're as good as this. Check out 
the excellent ground freezing ice puddle 


Slide D+LP+LK+Bik. 
Freeze D, DF, F, LP. 
Puddle D, DB, B, LK. 


Pit and Spikes F, D, F, F, HP. 
Babality D, B, B, HK. 
Friendship B, B, D, LK+HK. 


Fatality 1 F, F, D, F, F, HP. 
Fatality 2 Hold Bik, F, F, B, B, Release 
Bik, HP-+LP. 

Fatality 3 (1st) F, F, D, HK. 
Fatality 3 (2nd) F, D, F, F, Hp. 


SECRET CHARACTERS 


JADE - On first round before you get to a question mark, beat your 
opponent using any kick, but without blocking 


SMOKE - Watch for a digitised picture of one of the programmers to 
appear at bottom left and quickly pull down and press start 


PONG- Fancy a game of the arcade classic? Then ‘simply’ reach Battle 250! 


AMIGA 


LUI KANG 


Everyone's favourite character is back and 
this time he's got some decent fatality 
moves too! 


Low Fireball F, F, LP. 
High Fireball F, F, HP. 
Flying Kick F, F, HK. 
Bicycle Kick Hold LK for five seconds. 


Pit and Spikes D, B, F, F, LK. 
Babality D, D, F, B, LK. 
Friendship F, B, B, B, LK. 


Fatality 1 D, F, B, B, HK. 
Fatality 2 F, DF, D, DB, B. 
Fatality 3 D, D, T, D, T, D, B, HP. 


JOHNNY CAGE 


The arrogant poser from Hollywood is 
back and looks meaner than ever. Watch 
out for his Streetfighter like dragon punch. 


Shadow Kick B, F, LK. 
Shadow Leap B, D, B, HP. 
Low Fireball D, DF, F, LP. 
High Fireball D, DB, B, HP. 
Ball Breaker IP BIK. 


Pit and Spikes D, D, D, HK. 
Babality B, B, B, HK. 
Friendship D, D, D, HK. 


Fatality 1 D, D, F, F, LP. 
Fatality 2 F, F, D, U. 

Fatality 3 D, D, D, T, T, D, T, HP. 
3 Head Fatality F, F, D, U, D+LP+LK+Bik. 
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STAR TREK 


RIZE PACK! 


we 


SMIN £250 WORTH 
„OF GAMES! 


0839 406066 


JURASSIC PARK 
V. Fabse bames and Mire @ 


Or the) games OF yom Oe up to £250! 


A game that’s starting to 
creak gently, but it’s still 
good enough despite its 
age. If you want INFINITE 
SHURIKENS, go to the 
options screen and set 
the number of shurikens 
to 00. Whistle for a bit 
and an infinity symbol will 
appear. Play the game 
and huzzah, infinite 
shurikens are yours my 
friend. Now for a cheat 
that could have been 
thought up by staff writer 
Rik who, it must be said, 
does like his game music. 
Play each of the songs on 
the sound test in the cor- 


ZOOL 


Blimey, | wish I'd thought up the 
idea of this ant, sorry | mean 
ninja, from the Nth dimension, 
but as Nirvana once said, ‘Oh 
well, Nevermind’. Anyway this 
list of cheats will make all you 
Zoolies happier people, 
believe me. When punching in 
these cheats hold down the START 
button while you press the following 
combinations: 


D, U, L, L, A, R, D: Extra life 


C, R, A, B, B, A, L, L, A, D: Level select. 
Release start and the first two numbers 
are alterable. Change them to alter 
the world and level numbers. Once 
you've selected a level hit A, B and C 
together. The game should abort. 
Restart the game and you should find 
yourself on the level that you 
selected. 


SUPER EMPIRE 
STRIKES BACK 


This game is a fine tribute to the 
film. It can prove a trifle sherry 
difficult at times though. To 
swing the odds in your favour 
try this sassy little cheat. 

While playing the game 
press and hold Y, B, X, Aand 


R, A, D, A, R, B, L, U, R: Rewards you with 240 energy points 
(although you'll only be able to see three). This will also set the 
timer to 999. That's all folks. 


THE LAWNMOWER MAN 


Going against 
tradition of tum- 
ing good films 
into mediocre 
games those tal- 


words has changed. Now, by 
entering Y, Y, Y and Y on the 
screen you'll be able to rotate 
the Empire logo by pressing the 
L and R buttons. A much more 


ented perkins at useful cheat though, is achieved 
the Sales Curve by holding X, Y, A, B and X on 
produced an the title screen. This will give 
excellent game you seven credits. Oh, by the 
out of a way, tum the machine off and 
mediocre film on to get these cheats to work. 
Anyway 
enough of this 


idle banter. To access the cheat mode, start the game, pause it, and 
type B, R, A, SELECT, SELECT, Y, A, B, Y, A and B. Then simply unpause 
the game. To access the cheat menu screen, PAUSE the game again, 
and type A, L, L. Unpause the game and you should now be presented 
with the menu screen. For infinite lives, PAUSE the game and type R, A, 
SELECT and Y. Unpause the game and you should now find that you'll 
be invincible. To skip through a Virtual World, PAUSE the game while 
inside it and press A. Unpause and if everything's fine and dandy you 
should find yourself whisked to the exit. 


SHINOBI 3 


rect order, and you should find old Joe-ninja boy completely invincible. 


| smes | 


WING 
COMMANDER: 
THE SECRET 
MISSIONS 


This conversion is a bit of a sad 
attempt at emulating the leg- 
endary PC original, but that’s by 
the by. Anyway if you've 
bought the game here's a cheat 
that should allow you to access 
a hidden options screen. Press 
L, R, SELECT and START on con- 
troller two. If everything’s 
worked the music should drift 
away into nothingness and in its 
place you should be presented 
with the aforementioned 
options screen which allows 
you to become invincible, 
choose missions and fiddle 
with the sound. 


WE NEED YOUR CUES AND ‘EHs 


Yes, we do because next month we're starting a special Q&A (that’s ques- 
tions and answers for the acronymally challenged) section, which is going 
to be divided into two. Q&A (Games) will help you if you're stuck in a 
game or if you're after a particular cheat, whereas Q&A (General) will 
throw light on any technical posers you have or if you want to know what 
the best shoot-'em-up is on the SNES is. So send those quezzies in now! 


SONIC CD CHUCK ROCK 2 


Here’s that long sought after The original Chuck Rock game 
level select that loads of you did a heck of a lot to zoom 
have been phoning up enquiring Core into the big time and this 
about recently. On the title decent sequel will no doubt do 
screen simply press UP, very well too. To advance a 
DOWN, DOWN, level pause the game and press 
LEFT, RIGHT, B B, A, RIGHT, A, C, UP, DOWN 
and and A. Restart the game, pause 
START. it again and PRESS A and RIGHT 


to advance a level, or A and UP 
to skip the zone entirely. 


MICRO MACHINES 


A big slap on the back is | think due to Codemasters for proving that 
you don’t need decent graphics to sell a game, just decent gameplay. 
To make the game even more excellent however, why not try these 
crazy cheats while playing the game: 


ELITE 2: FRONTIER 


Bit of a leamer in Elite 
2 huh? Well here’s a 
tip that should make 
you Elitist. Start trad- 
ing and saving your 
money until you can 
afford a passenger 
cabin. Pick up some 
people and go to 
the BUY and SELL 
section and take a 
gender at the new 
and used ships. Keep looking until you find a ship with a minus figure in 
the part-exchange column and attempt to sell your ship by pressing ‘buy’. 
A message will inform you that you can’t sell a ship with people on 
board, but you'll still be given the trade-in value. Then simply set your 
firebutton to ‘auto’, repeat the process and you'll have enough cash to 
pay Gillian Taylforth’s legal bills! 


TURTLES TOURNAMENT FIGHTERS 


Despite having the pick of the 
games industry's finest in front 
of us all day, every day, 
there's some carts that we just 
can’t help going back to, and 
Turtles Tournament Fighters 
certainly is one of them. It also r 
fits into the ‘hmm, it’s all a bit =$ 


a turbo speed option just in 
case you were thinking of buy- 
ing SFII instead! 


On the title screen use the second control pad and press UP, UP, 
DOWN, DOWN, LEFT, RIGHT, LEFT, RIGHT, B, A. You should hear an 
aggressive cry and find that there’s now a third speed setting on the 
option screen. 


Press UP, DOWN, A, B, LEFT, RIGHT, c and START to speed up RANGER-X GOLDEN AXE 3 
your car. 

Good graph- Now not eS ae 

Press A, UP, B, DOWN, C, LEFT, START, and RIGHT to increase your ics for sure, alot of 

car’s traction. but I thought 080 

this one was 

Press LEFT, RIGHT, LEFT, RIGHT, UP, DOWN, START and DOWN to overrated. 75 ‘out 

make your opponents really tough. Still, if you there’s a 
Finally, press C, UP, LEFT, RIGHT, A, B, A and C to dish out mega liked it and level 
damage to opponents when you crash into them. are looking select 
for extra lev- on this 
els then you've come to the right game 
place squire. 
Simply go to the character 

Go to the options screen and selection screen and place the 
press A, B, C, A, B, C, A, B and cursor over your character then 
lastly C. Select EASY level, start press A four times, START and 
the game and hey nonny nonny, then C six times. Easy when you 


a new area is all yours. 


TOURNAMENT 


know how. 
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2 Stage of Development 


Are you after a shoot-’em-up par 
excellence to fill those summer months? 
65% Complete You may have to look no further... 


ooking for a well-hard blast to ö 

satisfy your craving for death and A 

destruction on a grand scale? 
Well Core reckons you'll have to wait 
no longer than June, by which time it 
should have released Skeleton Krew, 
one of the best-looking shooters 
we've seen for some time. 


2 
Kookie krew 
First the plot. It’s 2070, and 
Moribund Kadaver, head of 
DEAD Inc, is creating hideous cryo- 
genic mutants to take over Monstro 
City. The military has produced a 


squad of coin-op. The player 
undead agents - can choose his char- 
the Skeleton acter from the trio 
Krew — to battle which is the Skeleton 
its way through Krew: Rib, Joint and 
to DEAD Inc’s Spine. Each character 
cryo-plant to has a special weapon 
slaughter the - Spine’s Pulverax 
Psykogenix. Plasma Beam, Rib’s 
illi Tri-blast Trasher and 
Joint’s Krash ‘n’ Burn 
Ki ing Blaster. 
krew 
What this tale L 
1 Krew S 
to is an missile 
18- A one or simultane- 
zone ous two-player 


` ; game, the Krew must 
metric shoot- SRi the shoot their way through five levels, 
likes of which hasn't been broken up into a number of zones. 
seen since Domark s Your characters can swivel their bod- 
ies conversion of ies and guns to fire and walk in up to 
Tengen’s Escape From The eight different directions indepen- 
Planet Of The Robot Monsters dently of each other, depending on 


Skeleton Krew is going to be 
pure shoot-’em-up action. 


Opponents are going to be 
meaty - 100% pure beef in fact. 


which of the Krew you control 
Joint, being more robot than human, 
has a torso totally unattached from 
his legs so can spin through the full 


The Krew’s sprites 
are still receiving the 
finishing touches. 


360 degrees, whereas 
the other two are limited 
because of their spines. 


Krew kut 
When the Krew aren't blasting away 
ar Kadaver’s creations, they're 


jumping on to speeder bikes and 
jet-skis and storming through stages 
packed to the brim with ramps, 
walls and a selection of sadistic 
Psykogenix, to reach new parts of 
the game. 

Skeleton Krew, as you can see 
from these screenshots, looks very 
impressive indeed, with big, meaty 

sprites and highly detailed 
backdrops; and it’s 
the sort of gun 
fest shoot - em- 
up that'll 
keep you 
up until the 
wee small 
hours 
while you 
waste a 
few more 
mutant 
mothers, if 
the version 
we've played is 
anything to go by. 
There's still quite a bit 
of work to be done - the later levels 
have to be pieced together, and the 
enemy logic has yet to be put in 
place, but believe us Skeleton 
Krew is one that’s going to be hot 
game. Expect the full rampaging 
review in a couple of issues time. @ 


One of your motley Skeleton 
Krew in early development. 


BANSHEE 
A1200 ONLY 


e CORE e 
£TBA 


n this reworking of the 1942 coin- 

op formula, the world has 

evolved differently to that which 
we know. The two World Wars never 
happened and technology has been 
slow to appear; indeed, people still 
sit and stare at black-and-white TVs. 
That’s until Blardax Maldrear, leader 
of the Styx Republic, decided to take 
over Earth and, in the space of five 
years, devised an assortment of 
frighteningly powerful war machines. 
And invented colour telly. 


That cruise missile you’ve just 
launched would have made 
short work of the tank. Had 
you got it on target, that is. 


This is a simple yet useful excuse for 
giving this vertically scrolling shoot- 
'em-up a look similar to the 
Victoriana used in The Chaos Engine. 
You (and a friend, if you desire) take 
to the skies in your Banshee fighter 
plane and blast your way through six 
levels of adrenaline-pumping action, 
taking on nuclear submarines, huge 
aircraft carriers and, of course, an 
array of airbome adversaries. There 
are the usual icons to collect which 
will give you power-ups such as spe- 
cial weapons, fuel and extra lives, 
and there’s a big boss baddy at the 
end of each stage to take on. 


The skull and crossbones 
insignia indicates that this gun- 
boat docking yard isn’t on the 
friendly side. 


With 1994 shaping up to be a year of 
blasters, Banshee looks perfectly 
placed to take its share of the spoils. 
Graphically it’s great, with touches 
such as fog effects that make your 
enemies more difficult to spot adding 
to the already excellent stylised visu- 
als. Worth a special mention are the 
patrolling soldiers who die in various 
different ways — our favourite has to 
be when they catch fire - they run 
around frantically, engulfed in a ball of 
flame. Looking something of a winner, 
check out the review in CVG soon. 


The effect of the submarines 
rising from under the ocean 
is particularly impressive. 


With Chaos Engine-inspired 
graphics, Banshee is a little dif- 
ferent to your run-of-the-mill 
vertical scroller. 


of objects to pick up and use, and a 
full cast of characters to talk to and 
glean information from. 


DARKSTONE 
AMIGA 

e CORE e 
ETBA 


e 
It’s a big ‘un 
At present there are four huge levels 
planned, but when we spoke to the 
programmers of 


the game at their 
2 Derby headquar- 
Zelda-style RPG is we they were 
= A 
pondering over 
coming to the sence 
Amiga! include a fifth 
stage, which 
urrently one of the busiest soft- would be set on a 
ware houses around, Core has giant ship that 
over a dozen different titles in takes you over to 


production at the moment. 
Darkstone is just one of them and it’s 
a role-playing game in the Zelda 
mould, in which you play the part of 
either Aeiphric or Freydian in a quest 


the dragons’ base. 
This kind of adven- 
ture game is usual- 
ly guaranteed to 

have players bum- 


to find the Crystals of the Bright ing the midnight 
Trinity in order to rid Midworlid of the oll for some con- 
scourge of Myrdir, the Great Dragon. siderable period 
of time — just ask 
2 — = SNES-owning 
em Zelda fans - and 
= by the look of 


= things, that should 
be true of Dark Stone. We'll be 
keeping a watchful eye on its 
progress, and reviewing it in the near 
future. @ 
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Adventuring ahoy 
You get the general idea. Dragon 
Stone is in the relatively early stages 
of development, but Core hopes to 
have the game ready in time for a 
June release. Travel through forests, 
towns and cavers, hunting for the 
crystals which, when joined together, 
will banish the dragons from 
Midworld and allow you to live in 
peace and harmony. There’s a variety 


From 
Michaelangelo’s 
Fantasy World. 


ae 
to Donatello's Futuristic City, 
the Turtles transcend time 
through to another dimension, 
in this, the ultimate 
confrontational 


hting game. 


cmi A KONAMI 


feonage Mutant Hero Turtles and the distinctive likeness thereof sre reyistøred trademarks and copyright 
1991 by Mirage Studios exclusively licensed by Surge Licensing Inc. 


time, the action is very addictive. 


y Stage of Development 


100% Complete 


Even though there isn't much happening on the screen at any one 


There are lots of levels in this game but they all look very similar, 
just with different colours in the main. 


= 


Ammo 


In split-screen mode there is no slow down of the fluid graphics. 
Players can also jump over their opponents. 


This isn’t a Nineties Battlezone surely? 
Nope, it just looks like it 


ere in the CVG offices, mem- 

bers of staff are often found 

grunting and cursing from 
behind their Macintosh computers. 
Usually it’s because their tea and cof- 
fee tastes like radioactive waste 
(we've got a new machine you see), 
but otherwise it’s because everyone 
is networked to play Spectre 

Unfortunately, the SNES version 

isn't going to support more than two 
simultaneous players, but it will offer 
the same 3D action and skill- 
demanding gameplay. 


Can’t keep still 


What you will get though, is a stack 
of stages which consist of a flat grid 


and your play area. On this you'll find 
your tank and loads of other enemy 
tanks. So, using your radar you'll enter 
into a kill or be killed battle. 
Geometric shapes are randomly dis- 
tributed on the grid, and you can use 
these to hide behind - but so can 
your enemy. There are two different 
games, one where you play for 
points, which requires more trigger 
work, or you can seek to capture 
your enemy's flags which are scat- 
tered about. 

Energy and ammunition will be 
limited, and to replenish these you'll 
have to glide over a supply of spe- 
cial coloured squares. Your choice 
of tank will dictate how dependent 
you are on these squares, since they 
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have varying shield, speed and 
weapon stocks. 

What’s unique to the SNES ver- 
sion is the ability to jump, which 
will be useful for peeping out 
from behind hiding points and 
avoiding enemy fire. There's also 
a two-player split-screen mode 
which makes up for the fact that 
the game can't be networked 
like our Mac version. Watch out 
for the review soon. @ 


Above: Each craft can be con- 
figured. 

Below: Objects are used tacti- 
cally to hide and shoot from. 
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/ Stage of Development 


D-ROM junkie, Mindscape, is 

looking to launch its most stun- 

ning PC product to date. Making 
a pleasant change to its usual educa- 
tional stuff, Megarace is essentially a 
racing game where you get to blast 
street gangs on live TV. 

Your goal is to score masses of 
points by driving as fast as possible 
over a gorgeously ray-traced set of 
14 tracks in five cities. The story 
unfolds as you take the role of a con- 
testant who takes on increasingly 
brutal challengers who try to slam 
them into those walls and gun them 
into submission. Along the tracks 
you'll find icons in abundance, and 
these are power-ups and power- 
downs, so some will make you faster, 
others will make you explode. 


At the end of each stage you'll have 
to challenge the gang leader and if 
you defeat him you'll be blessed with 


75% Complete 


his vehicle and weapons for the next 
bout. By the end you should've 
amassed a total of eight cars, includ- 
ing the three you started off with. 
The early version we've seen has 
a stunning FMV talkie introduction 
from the presenter Lance Boyle, and 
there's over 20 minutes of the stuff 
too. The tracks are blindingly well 
defined, theres plenty of them it's 
nice to see companies making good 
use of CD storage. We'll be reviewing 
Megarace in a forthcoming issue 


The FMV introduction is the 
best quality yet seen on the PC. 


This is typical of the graphics in this game. The images are not as 
sharp as they are in 3D0's Crash en Burn, but they work better here. 


The actual game looks like this. Power-ups will be found scattered | 
on the course. Some tracks even rotate through 360 degrees! 


Your car will sustain damage during each race session. What you 
need to do is go for the best vehicle for each course. 


MEGA DRIVE 


Game Stats 
Hager Stats 
He Uen 


REMEMBER. SLOPPY DEFE 
ALWAYS cost YOU THE 


You want lots of options in any sports game, and here you certain- 
ly have them. Everything is also up to date for 1994. You also get 
comment on your performance. 


seen with ease. However, we 
have noticed a possible problem 
in that when you're shooting up 
the field it’s more difficult to aim 
at the net because it appears to 
be far smaller. 


Stage of Development 
100% Complete 


The momentum on characters han- 


dies excellently and the ‘feel’ is 
f ＋ f spot on at present. It’s also nice to 
=} . 7 know that you'll be able to control 
— — the goalie too. We'll be giving it the 


97 „ a ae a We full treatment next issue 
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ccolade has put an awful lot Michaels. A range of customisable j — m 

of time and money behind facilities will be included to enable 1 Eo 

Brett Hull Hockey in a bid for players to select such aspects as skat- 1 
this to be the comprehensive hock- ing speed, stick handling and aggres- 2 
ey simulation end on paper it siveness to name but a few. players — 
sounds impressive... will also be able to engage in Some of the tackles can be quite complicated. The scrolling always 

Naturally, you get Brett himself, fisticuffs when the opposition starts keeps up with the puck and this makes quick decisions and reac- 
but there i be over 600 other real to get a bit lairy. tions feasible. 
NHLPA players too. Accolade is also Perhaps the most inviting aspect 
aiming for Brett Hull Hockey to be of the game is the well animated 
the only hockey game offering a full graphics. These are very detailed, 
84-game season and complete 1994 but they still allow the puck to be 
team rosters and match a 
schedules. 7 8 
CORACH TEAM r “4 
* lg g 
za * DE 

The action is set to be S * 
played from a behind- v 
and-slightly-above per- r a = g 


spective, which has been 
made to work really well, 
thanks to some well 
timed scrolling. During 
play you'll be accompa- — 
nied by a running com- 

mentary from the famous Full team statistics prove valuable in setting The perspective is one of the best features in this game. It's always 
US TV broadcaster Al up a fair game. easy to see the puck, which isn’t the case in some hockey games. 


CD-i ventures into classic territory with 
its licence of Nintendo’s Mario Bros 
characters. Can Philips do a better job 
than the plumbers' creators? 


ou don’t need me to tell you 
that this is going to be a plat- 
form game - that’s what Mario 
is famous for. But this isn’t destined 
to be the usual plat- 
form type of thing, 
instead Hotel Mario r 
is going to have a & 
puzzle-based n 
theme. What’s 
apparently hap- 
pened you see, is < 
that Bowser has x 
gained control of all — 
the hotels in 4 
Mushroom Kingdom 
and kidnapped Yoshi. Controlling 
Mario, you'll rush around each hotel 
front closing all the doors to com- 
plete the stage. It’s against the clock 
so the time will be against you, and 
so will all manner of woodland crea- 
tures who pop out of their rooms to 
see what all the fuss is about. 


Test of time 


The key element of the game will be 
timing. Some baddies move fast, 
some slow, while others go round 
opening the doors you've just 
closed. Hence, the challenge will rest 
in forward thinking to work out a safe 


route through each floor. Of course, 
Mario will be able to perform his 
head stomp on opponents which is 
crucial to clear a path to those 
doors. But you'll 
* have to watch out 
— \ for baddies on the 
AD | floor above when 


a @)— D 4 jumping or you'll hit 
% T DA a them, and that 


spells instant death, 
A not shrinkage. 
4 As you dash 
oal around the 85 
stages you can col- 
lect coins for extra points, or discov- 
er secret shortcuts, Also, Hotel Mario 
isn't going to require an FMV car- 
tridge to play its 
animation 
sequences and well 
produced music 
and effects. 
Although child- 
ishly simple, Hotel 
Mario seems quite 
addictive, although 
it could well tum 
out to be a bit on 
the repetitive side. 
You'll just have to 
wait for the review 
to find out. @ 


Dragons, 
called Shandar. T 
Silmarils' Is! 


ooks pretty, this, doesn’t it? It’s 

Ishar 3, which will be entering 

the 3D role-playing game fray 
some time this spring, going toe-to- 
toe in a savage, swords-and-sorcery, 
blood-and-snot battle with the likes 
of Ultima Underworld. 


dungeons, an evil wizard 
he > latest instalment in 


rilogy has it all 
Let me take 
you back... 


Appropriately, the story follows on 
from Ishar 2, which, as you no doubt 


remember, culminated in the destruc- 


tion of Shandar, an evil wizard who 


Hosdetly officer, there we were, innocently collecting truffles, 
when we were mugged by this red-eyed maniac with a big sword! 


In the town, in the country, in a stinking underground labyrinth, 
waist-deep in sewage. Who knows where you'll find yourself in 
Ishar 3. It’s just a nutty kind of game. 


was making trouble on the planet of 
Ishar. Well, Shandar’s back, or at 
least his soul is, and it’s looking for a 
new body to infest so that it can 
resume its quest for Ishar domina- 
tion. Trouble is, he wants to retum in 
the body of Wohratax, the last sur- 
vivor of the Black Dragon race who, 
apart from being immortal, is also the 
single hardest creature roaming the 
world of Ishar with excellent fighting 
abilities as well as magic. Which 
explains why Shandar's after him. 

There’s still time to stop Shandar 
before he takes the dragon's form. 
The only way to do it, though, is to 
travel through monster-packed 
scenery looking for time gates which 
take you and your gang of mystical 
mercenaries back in time to kill 
Wohratax before the start of these 
shenanigans. 


ishar’s arm 
Ishar 3 is certainly feature-packed. 
You can select your team of five 
adventurers from an army of over 


100 characters, all with different abil- 
ities and personalities. The game uses 
a 3D viewing window (which flicks 
like Eye of the Beholder’s rather than 
scrolling) to display indoor and out- 
door locations, and as in Ishar 2, you 
get day and night-time lighting 
effects. It also features animated film 
sequences and real-time fights - 
always preferable to those dull, old, 
combat-by-rounds systems. 

It certainly sounds good, but with 
so many similar RPGs knocking around 
- and good ones they are too - we 
can’t help but wonder whether all 
these features will be enough to lure 
us away from the likes of 
Underworld. We'll find out, as will 
you, next month when we get our 
hands on a review copy. @ 


£TBA 


OUT TBA 


Stage of Development 


65% Complete 


Not exactly 
a subtle 
piece of 
sponsor- 
ship, eh 
readers?! 


es, this is a game based on The 

Nutty Boys (as they were 

known circa 1984) who made 
themselves famous with the likes of 
House of Fun, Baggy Trousers, It Must 
Be Love, Night Boat to Cairo and One 
Step Beyond, to name just a few of 
their classic tracks. Let’s hope that 
this is not the slippery slope, though, 
to less reputable bands signing up 
games licences, ie Bad Boys Inc the 
videogame! 


Watch 
out for this baddie, ‘cos he 
won't stay in the bubble long! 


Madness House of Fun stars a charac- 
ter called Mr Smash (who is based on 
Carl from the group), and is another 
platformer with the key feature being 
a large selection of the tunes which 
are supplied by Suggs and Co. 

There are 14 levels, each with its 
own set of enemies, puzzles, power- 
ups and hidden rooms, played out 
against what are shaping up to be 
some decent looking backdrops. A 
clue system has been woven into the 
game to hopefully prevent novices 
getting frustrated by not being able 
to progress through the game. 


Game veterans will recall this game is 
based on an old Amiga platformer 
called Harlequin. Despite being a 
decent game at the time, it didn’t 
sell well. The game on offer here is 
essentially Harlequin with Madness 
based sprites. Keep an eye out 

sometime around the middle of 
the year to see whether 
the game reveals its 
age or not. 


You'll need 
to discover 
a nearby 
pick-up to 
breathe in 


the water. 


The reflections on this tower are 


a graphical feast i can tell you. 


Here’s one of the typical guardians 
you can expect to come across. 
They’re not exactly difficult to beat. 


Some of the later level graphics 
are particularly well detailed. 


Like Cool Spot, some of the 
points are invisible. Make sure 
you run everywhere to gather 
them all, 


fter the enthusiastic welcome 

the original Heimdall received 

by joumalists and punters alike, 
a sequel was just a matter of time. 
Well, fans of Core Design’s brilliant 
graphic adventure will no doubt be 
pleased to know that there isn’t that 
long to go until the release of the 
imaginatively titled Heimdall 2. 


Once again Loki, the first game’s vil- 
lain, is up to his old tricks. Since his 
original run-in with Heimdall, he’s 
been walking the land, building up 
an army of vicious Hakrats. 
Fortunately the gods have leamed 
of a special amulet which is power- 
ful enough to trap the evil god but 
— surprise, surprise — this weapon 
has been spilt into six segments 
which have been scattered through- 
out the land. So Heimdall has been 
called upon to reassemble the shat- 
tered amulet and capture Loki, 
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while avoiding the general traps and 
defeating the hideous creatures 
most self-respecting heroes take 
care of before breakfast. All ina 
day's work, really. 


Good story, huh? Like the original 
game, Heimdall 2 is an isometric 
arcade adventure. But what really 


makes Heimdall 2 substantially differ- 
ent from its prequel is the back- 
ground animations and smaller play- 
area. Although there are significantly 
fewer locations in Heimdall 2, there 
are more puzzles so there won't be 
lengthy periods of wandering 
around, looking for something to do 
— something which the first game 
was occasionally criticised for. There 


are loads of incidental background 
animations and ‘nice touches’ pop- 
ping up all over the place, giving the 
game a unique cartoon feel. Combat 
will also play a huge part in the 
game, meaning this shouldn't just 
appeal to RPGers. Keep an eye out 
when it's on the rampage around 
Easter time. 


tour, when 


It’s back to the 
heady days of cute 
coin-op action with 
Thalion’s first aa 
CD32 title! 1 


More introductory shenanigans 
abound. Could we have another 
Bubble Bobble on our hands? 


„the bus hit a 


Puff fires a blast of methane - 
it’s just a pity there’s nothing 
around to be caught in it! 


ith the imminent introduction 
W of the classification system 

for games, doubtless com- 
panies will be now attempting to 
tone down the content of the soft- 
ware they produce, as opposed to 
slapping in a few gory bits to gain a 
higher certificate and play on the 


Select a one or two player game 
- it makes things a bit easier if 
there’s a pair of you taking on 
the terrors. 


just a tad to the Bubble Bobble/ 
Parasol Stars type of gameplay? 


Parp 


Super Methane Bros from Thalion, the 
company which brought you the 


The opening to the obligatory CD32 intro. 


large rock, 


‘can't have so must have’ mentality of 
Joe Punter. And what better way to 
conform to the ELSPA directive than 
to release a cutesy caper that owes 


excellent No Second Prize and 
Lionheart (which, are both appearing 
on CD32 in April at a scandalously 
reasonable £19.99 each), may sound 


a »ivyhi—-serinasg 
suddenty... * 


Crumbs! A veritable horde of nasties just 
itching to be given the gas - but it’s not 
the sort that'll make them laugh. 


as though it has farting connotations, 
but you'd be wrong. 

The two main characters, Puff and 
Blow (whoever came up with those 
names remembers the Seventies a bit 
too Well Ed), are stars when it 
comes to firing gas clouds at baddies 
from their special methane guns, and 
they put their skills to the test over 
level-after-level of arcade action. The 
idea is to blast the enemies with your 
gas guns, catch them in the 
cloud of methane, pick them 
up and throw them against a 
wall, at which point they ll 
release a stack of goodies 
which you can pick up. Clear 
a level of nasties and you'll move 
on to the next, more difficult 
level 


Quack 
Bubble Bobbie and 
> Parasol Stars were both 
hits and Super Methane 


À Bros derives much of its 


~= gameplay style, and look, 


to those two classics. More and more 
quality product is being released on 
CD32, so let’s hope Super Methane 
Bros keeps up the tradition when we 
review it soon. @ 


a crash and a bunp they were 
© catapulted from their seats 


and with 


PWOOOAAAAARRR? What’s that foul aroma rising 
up from beneath my desk? Is it a dead rat? How 
about a six-month old pile of puke? No, it’s another 
pile of pap otherwise known as letters to the one 
and only YOB’S MAILBAG! Luckily Yours Truly is on 
hand to send sad people packing with my good 
humour, refined manners and legendary knowledge 
of everything. If you reckon you can match the wit 
and wisdom found hiding somewhere on these 
pages, or you just want to know about games, then 
this is the place to be. Remember to open your 
eyes, grasp the pen firmly in your left or right hand, 
take a deep breath, make sure you're sitting in 
front of a piece of paper and fire off your shambolic 
scribblings to: LOOK, IF YOU WANT MY ADVICE 
DON’T BOTHER TO DELIVER THIS BECAUSE IT’S 
A STEAMING PILE OF OLD JOBBIES, YOB’S GUT- 
BUSTINGLY GLORIOUS MAILBAG, CVG, 30-32 
FARRINGDON LANE, LONDON EC1R 3AU. 


= 


PLEASE GIVE 
ME MY 15 
MINUTES 


Dear YOB, 
I have written to you two 
times before and both times 
you didn’t print my letter. 


Why? 
DAVID MARCHANT 
London E4 


YOB: Because your 
mum wrote to explain 
that it’s all part 

your therapy and if I 
printed your sad 
shambling efforts it 
could set back your 
remedial course by six 
months. 


CRUMBS, HOW 
ORIGINAL. 


Dear YOBYKINS, 

ITIBBAR YNNUB SSELBON 
ETELPMOC A ERA UOY 
JOHN HERDMAN 
Devizes, Wilts 


YOB: How many 
members of the 
Herdman family does 
it take to change a 
lightbulb? Answer: all 

them. (One to 
change the bulb, the 
rest to stand around 
with their thumbs up 
their backsides.) 


SORRY SCOUSE SCRIBBLINGS 


Dear YOB, 

I am writing to complain about your rating system. When you review games that are sequels, such as Streetfighter 2 
and Super Streetfighter 2, why don't you give two ratings? The first one would compare it to the first game, so people 
who bousht it can tell if it's worth getting the follow-up, and a second rating for all those who don't have it. This way 
people would know if they were being ripped-off by a game which is essentially the same as one they already own. 
Anyway, answer my questions. 

1. When will the Jaguar be coming out in Britain? 

2. Will there be any Streetfighter games coming out for it? 

3. How much will the Jaguar cost? 

4. Have you got any news of Akira on the Amiga? 

5. Why did you suddenly raise the price of your mag? 

PAUL DONNELLY 

Wirral, Merseyside 


PS Keep up the good work. 
PPS Who does all the great pics on the letters page? 


YOB: Yeah, right. Then we'd get loads of letters from sad-cases going i think you reviewing 
system's too complicated! or hy to did this game get 60% and 90% on the same review?! 
Games should be reviewed on their own merit, and if we think they're too similar to a previ- 
ous incarnation we'll say so. 
1. There are some import machines available at the big games stores. 

Nope. 


2. 

3. A little bit more than a little bit less. 

4. Nope. 

5. Because Paul Rand needed the cash for the solar-powered haemorrhoid ointment applica- 
tor recommended by his GP. With the price of batteries these days, it’s the only machine 
worth considering for long-term use. 


PS Of course. 
PPS Some bloke called Stuart we found hanging around Farringdon Lane tube. 


ents 
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A LESSON IN WASTING NATURAL 
RESOURCES 


Dear YOB, 

Why is it all the letters have print are from abusive, small-minded twerps; | mean 
these seem to be the only people who write to you. If this is the case though, 
I'm in trouble. Now please answer the following as best you can. 

1. What happens to carts that don’t get sold? 

2. What’s going to happen when there are more systems, with more bits than 
there are games and gamesplayers? 

3. How do you change the petrol pump on the old Metro 1.3? 

4. How do you kill the mad scientist at the end of Crackdown? 

See you in the funny papers. 

JON PENNY 

Scotland 


YOB: 1. I get all the software companies to send them to me 
and if I’m feeling generous | give them away to my friends. If 
Im not | just throw them away. 

2. Congratulations. This is the most pathetic question I’ve been 
asked all month. 

3. Drop a lighted match into it and see what happens. If noth- 
ing occurs, the pump is empty and safe to change... 

4. You could try shooting him. Better still, you could try shoot- 
ing yourself. 


THE SADDEST PERSON IN THE WORLD 


Dear YOB, 
I think Cammy is best out of Chun Li and her. Could you draw a pic- 
ture of me snogging her? 


MICHAEL CARTER 
Cirencester 


YOB: How about a picture of me knocking your sad 
and depraved where into next week? 


SENSIBLE? OR SESS ae 
PRAT? e (PELNERY TOR 
Dear YOB, N Sc g 


You are a stinking pile of co-＋]ꝗ' s , 


Dear YOB, 

I am writing and hoping for answers. 

1. What’s the best game on the Super NES at the moment? 
2. What’s the best console out? 

3. Will Streetfighter Il come out for the Game Gear? 
4. How come CVG is so fab and cool etc (etc)? 

5. What’s the most expensive console? 

6. What’s the future of the Nintendo? 

7. How come you are so cool? 

8. Why are other computer mags so crap? 
MICHAEL SANDERS 

Nuneaton 


PS Say hello to my bessie friends and my brother. 


YOB:1. NBA Jam. 

2. At the moment, it’s technically the Jaguar, but that's 
not exactly out yet, is it? 

3. The day achieve conscious thought. 

4. Because | run the entire mag, and the rest of the 
‘crew’ are time models hired in from the agency. 
Gary Lord is in fact a milkman from Ha Steve 
James a chartered surveyor from Dulwich and Paul 
Rand a red-haired Lancastrian -breath who pre- 
tends he's blond and comes from Durham. As for Rik 
and Deniz, well they just appeared one day and 
every morning to be allowed to keep working for the 


laxy's greatest m 
I NAZA aon ac Nee knocked out from their 
Houston Price: $6 billion plus VAT, but you 
can't Copa hter II 2 it. * 
6. Ata stranger ring gifts, a chance meeting 
and a child around June. 
7. It’s one of life’s great secrets I’m afraid, known only 
to The Few. 
8. Hey, don't be so hard on them. So what if they're 
not as good as the world's greatest games mag? I'm 
not having a go at you just because you're so com- 
pletely inferior to me, so leave them alone. 


muck. You are a disgrace to the Sahn 


human race. | mean just look at tty > 
yourself. You're a tramp. Why don’t Spend 
you get yourself a proper job and do AWT! 7 
something decent with your- Boe 


self? You are a complete 
waste of time. | could do a 
much better job than you 
could ever imagine. And I've 
got some advice for all you idi- 
otic fools that write to this braindead scrotbag. DON’T. You are a stupid mug- 
shot. All | have to say to you is that you better send me that £100 or I'll get my 
mate Nick the nutter to come round your dustbin of a house and chop you into 
little pieces with his chainsaw and feed them to some rats. | bet your mummy 
doesn’t let you watch Neighbours because you'll crap your pants with horror. Just 
answer me one question: why are you so ugly? 

HARRY THE HARDMAN 

Croydon, Surrey 


YOB: Are you by any chance a useless blob of detritus? Have 
you by any chance stuck the wrong end of the thermometer up 
your bum again? Is there any chance that you might be capable 
of saying something sensible in your entire lifetime? | won’t be 
holding my breath. 


BROWN TONGUE CENTRAL 


Dear YOB, 

I am just writing to say how great your replies to the mailbag are. You get 
cackholes for letters, yet somehow you make hilarious quotes out of them. 
You can completely take the mick out of my letter, but | know it’s your job 
and that you're great at it. Anyway, what do you think of Nintendo's ad cam- 
paign? Cack ain't it! 

THEO HERDMAN 

Devizes, Wilts 

PS Please could you print my letter to show off to my friends. 


YOB: Dear Theo’s 
friends, 


MACKAM MUTTERINGS 


Dear YOB, 

| think CVG is an excellent magazine. | get it delivered every month. | read 
Yob's Mailbag before | read the rest of the magazine. Please could you answer 
these questions? 

1. Will there be a Tuff E Nuff 2 on the Super NES? 

2. Will World Heroes 2 be coming to our consoles? 

3. Are there any plans for a colour Game Boy from Nintendo? 

4. What game is your favourite: Streetfighter Il Turbo or Turtle Toumament 
Fighters? 

5. Are there any cheats for Terminator on the Super NES? If so please could 
you print them? 

6. Will FIFA International come out on the SNES? 

7. Is Striker better than FIFA? 


33 he creep 8525 2 8. How much do you think the 64-bit SNES will cost when it comes out? 
— meatal? 9. Would you buy Tournament Fighters or Empire Strikes Back on 
the SNES? 
“ci ordinal 24) 1 0 N i 10. Could you please put some cheats in for George 
15 h this N U 8 G G Foreman’s KO Boxing on the Super NES? Please, 
2 — Surege! GERT! please, please.. 


of his ways? Oh go 
on, Ill be your 
best mate... 


— 92 
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BORN AGAIN SENSIBILITY 
Dear YOB, 
You were right. | have been spouting claptrap about the Neo Geo and | 
apologise. 


Is it true that CD-ROM software on the Neo will be as little as £30? If so, will 
it overshadow the existing cartridges? 


STEVEN PIERRO 
London N9 

YOB: Don’t worry. A saddo LEIBFRAU- 
e | MILCH 
ae a 


rumours | hear are that older r i 
Neo titles will be supplied en nee 
CD, sometimes with more 
than one game on them. 
There are even rumours that 
up to seven games may be 


DENNIS AND ROY 
Koln, Germany 


included on one CD and sold YOB: haven’t you 
off for around £40, but I'll noticed that the coun- 
believe that when I see it. try you’re in doesn’t 


have any? 


\ INE iv! 
FUNNY! MARVELLOUS! 
W220! ec. 


go 


Washington, Tyne & Wear 


YOB: 1. It’s possible, but no details yet. 

2. Yup. It’s coming to Super Nintendo soon 

and may appear on Mega Drive as well. 

3. The very latest word from my highly placed Nintendo 

sources is that development work IS continuing on the Colour 

Game Boy, but it won’t see the light of day until Nintendo can 

release the machine at an affordable price. Remember, 

once again you read it here first! 

4. Turbo. 

5. Why on earth you’d want cheats for this steam- 
ing load of old dogs dollops | don’t know. If you 
want my advice, your bedroom window and 
hurl the bloody thing as far as you can. 

6. Yup. It'll be out just before the World Cup. 

7. Nope. 

8. Nintendo claims it'll sell Project Reality for less 

oo. than £200. Pigs will fly first. 

9. d buy Tournament Fighters tomorrow. | 
wouldn’t give you a mouldy scab for Empire Strikes 


= Back. 


10. Who do you think you’re talking to? Patrick bloody 
Moore? 


IS JAP GREAT OR PAP? 


Dear YOB, 

I am writing to complain about that sad git of an A level student called 
Richard Moulton in Issue 146. He is such a boring old fart who thinks 
he knows it all. Never mind. Would you please answer my three ques- 
tions? Ta. 

1. What’s the best basketball game on the SNES? 

2. Please could you put these in order of slowest to fastest: UK SNES, 
US SNES, JAP SNES. 

3. Why is CVG such an ace mag? 

SHAWN TILSED 

Poole, Dorset 

PS Did you hear about the duck? 

He didn’t! 

PPS Please print my letter or | will sick my head down a bog. 


YOB: 1. NBA JAM. 

2. Slowest: UK (50Hz), joint fastest US and Jap (60Hz). 
It’s a depressing state of affairs, but you might be 
pleased to hear that most of Nintendo’s own games like 
mato Kart are specially adapted for use on 50Hz 
machines. 


3. Why not? 


DON’T BLAME ME, | ONLY ANSWER THEM 


Dear YOB, 
Please answer the following questions WITHOUT any of your crap. Thank you! 


1. My friend said to me that Dhalsim on SFII is as much use as a chocolate tea pot. What do you think? 


2. Does Lost Vikings for Mega Drive look any good? 
3. How does SFII SCE compare to SFII Turbo? 

4. Please say to my sad friend that the Mega Drive is better than the NES as 
he won't listen to me. 

5. Will there be a sequel to Fatal Fury on the Mega Drive? 

6. Why is the Lynx so cheap now (Rumbelows £40) and the Game Gear 
so expensive (£109!) 

7. Give Sega a good THRASHING from me and tell them to get SFII on CD 
- today, if you please! 

8. If the Jaguar is going to be £199, will the Mega-CD be cheaper also? 
LEE CHESHAM 

Melksham, Wilts. 


YOB: 1. Your mate is about as much use as an fart 
in a submarine and he’s talking out of his backside as 
usual. It so ha s that the winner of the 1992 Capcom 


World Championships in Japan used Dhalsim 
throughout the contest. 
2. It’s OK. 


3. They're basically the same, a h Turbo on the SNES 

is ha to complete. SCE was so-called to get around 

Capcom’s Turbo contract commitments with Nintendo. 

So there you go. 

4. Why should 1? The Mega Drive may be technically 

superior, but if you want my opinion the NES has bet- 

ter games. Ooh, controversy! 

5. Highly likely. 

6. Pectus = overs the a Forty quid 2 

is a bargain, and I’d suggest you buy one 

1 Then get Klax if you know what’s good ra SEGA 
you. / p 

7. I called Sega on the special Yob Inside | ME 

Hotline number known only by myself, an . € 

they asked ‘iy rd geod => is 

sage, specia you: . 

8. If Melksham was blown up, who'd care? 


MOST POINTLESS QUESTIONS EVER? 


Yo YOB, 

| think your idea is cool. | have been dying to ask you some questions. 
1. Which computer costs the most? 

2. Which is the best computer game? 

3. What is the best fighting game? 

4. ls Mario better than Sonic? 

5. Which computer is the best? 

6. What is your favourite game? 

7. Which game got the biggest rating? 

8. What was the first game made for the Jaguar? 

9. What was the first home computer named? 

10. What is is worst game? 

11. What is the most funny game? 

12. What is the most expensive game? 

Please give me the money because | want to buy all the CVG mags aso that 
get to see your cool comments. Thank you for listening. 

RICHARD SANDERS 

Somewhere 


YOB: 1. It’s probably the one that leaves you with the least 
change, but that’s an educated guess. 

2. ich one? 

3. Samurai Shodown on the Neo Geo. 

4. Depends. He’s not as fast, but he’s better at filling his 
trousers. 

5. What a stupid question. 

6. At the moment it’s NBA JAM in the arcades. 

7. cant remember offhand. Probably Super Mario World, 
which would have got about 96 per cent. However, | do 


MESSAGE 


F 


Dear YOB, 

The price for computer 
games are cack. Well some 
are. For instance 
Streetfighter Il for the Mega 
Drive. £60 is a load of crap. 
Sega is really sick. They 
haven't made a decent 
game yet. | should know 
because | have a Game 
Gear. | can complete all the 
games. | completed 
Streetfighter Il for the Mega 
Drive the first time | played 
it. The other thing that both- 
ers me is that some games 
are going to have certifi- 
cates which makes me really 
mad. | think they should 
stick to 16-bit graphics plat- 
form and beat-’em-up 
games. 

STEPHEN HUTCHINSON 
Carlisle 


YOB: Er... fine. Glad 
we cleared that one 
up. Show this copy of 
CVG to the doctor and 
he might knock a cou- 
ple of months off your 
treatment programme. 
S Then again, he may 
add a ise 


remember CVG once rated Chessmaster on the Game Boy 
at 98. However, that doesn’t really count. 
8. C rph was the first comp game. 
9. The first affordable home computer was the ZX80, a 
black-and-white machine built by Clive Sinclair, which 
came out about 1980. You bought the thing in a kit which 
you had to build yourself with a soldering iron, the entire 
machine boasted 1K of memory and by today’s standards 
it was com ly and utterly crap. (Today’s Game Boy 
cartridges have about 2,000 times more memory). A year 
or so later Sinclair came out with the ZX81 (still 1K) and in 
1983 built the Spectrum - the computer which kickstarted 
the video games world as we know it. Here endeth the 
history lesson. If you lot want to know more about the 
(quite boring really) history of computer games, bung me 
a letter with your questions and | might even bother to 
answer them. 
10. In my opinion, the Worst Game Of All Time is a com- 
draw een three games. The Great Space Race on 
the Spectrum was megah and sold squillions on its 
release before punters ised the whole thing had been 
written in BASIC and was a steaming great turd. More 
recently, Dark Castle from Electronic Arts lifted the crown of 
crapdom on the Mega Drive thanks to its 3 
appalling playability, graphics so bad they defied belief 
and baddies that went ‘Nee Nee Nee Nee’ like demented 
dwarves with piles. Lately, though, the honour of Worst 
Game In History goes to Ferrari Formula One on NES and 
Game Boy with its unique ‘road moving steering system.’ 
The game is so bad it es belief. 
11. Dark Castle. 
12. Virtual reality games which can cost FOUR QUID a 
game probably take the biscuit. What a rip-off. 


of our free Megadrive systems — 
then charged her kid brother a 
whopping £3 an hour to use it. 


* 


ordered his “Pizza for a penny” 


pizza and then deceitfully asked 
his girlfriend to pay half the 


normal price. 


a. 


i took full advantage of our TA 


: f 
egen his cut-price cinéma 
tickets in blundering attempts to 


impress his sister's friends. 


price Sega: games offer. Now 
leaves his OD only for-meals. 
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y Stage of Development 


Football, football, 
football. If you’ve 
got a SNES it’s 
everywhere = Kick 
Off 3, Ryan Giggs, 
and now EA’s 
conversion of its 
Mega Drive top- 
seller, FIFA Soccer 


“Well, David, yer man looks 
down, finds there's a white star 
on the turf around him, and 
realises he's not a real person.” 


JUNE RELEASE 


“Well, David, yer boy takes the corner, it's a long, low ball to the far 
post, lan Wright’s in position, and then the Israeli secret police storm 
the stadium and the game has to be abandoned. Is that right?” 


new player animations for disap- 
pointed goalies and strikers, who 
now fall to the ground, bashing their 
fists or follow a missed sitter by bury- 
ing their heads in their hands. There 
are slow-motion and reverse-angle 
action replays and the sound is 
improved, with ‘StadiumSound’ (TM) 


eeeoeeec 
100% Complete 


—— 


“Well, David, yer boy runs out, 
tries to narrow the angle and 
gets savaged by killer clowns.” 
“Er, no Bill.” 


and ‘The Audience is Cheering’ (TM) 
which comprises 30 crowd chants 
and digitised effects. Also, there are 
Man of the Match awards and, if you 
have a Hudson Soft Super Multitap, 
up to five people can play in 2 vs 2, 
4 vs 1, and 5 vs the computer 
modes. 

Though it’s been programmed 
and playtested by EA, Ocean is 
doing the marketing, so watch out 
for it on its label in June. 


ION 


Drive version of FIFA you probably — 
won't have realised that the rea- 
son for its success was the speed of 
play, the stunning graphics and the 
realistic ball control. 

Well, the SNES version has all this 
and more. The major gameplay differ- 
ence, though, is the new perfect pass pd 
power meter which builds up as you 
hold down the button, indicating 
exactly how far the ball will go. Other 
additions are cosmetic. Things like 


i f you've never played the Mega t 


SSS RAINBOWBEL 
ADV TURES 
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k \ ee N 4 Necond before the 1994 World Cup y 
AS eee ` 
E Ne — final Was due to begin an alien of the | 
. A cup-collecting kind swoops down and 
2 steals the World Cup trophy. 


TM 


The careless alien collided with an orbiting asteroid and the top 
trophy was smashed into five pieces which are now scattered 
around the globe. Join football crazy Soccer Kid in his quest to 
recover and reassemble the World Cup. 

Prepare to meet all manner of madcap characters in dozens of 
lush, detailed locations ranging from England, to the Italian Riviera, 
through Russia’s frozen forests. Take a ride on Japan’s Bullet Train and 
end up on the rough and tough city streets of the U.S.A. It’s awesome 
arcade action all the way with a blistering soundtrack to match. 


+ TELEPHONE: 061 832 6633 FAX: 061 834 0650 


Sing 


